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FIG. 40
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SERVER SYSTEM, SCHEDULE
MANAGEMENT DEVICE AND METHOD

Japanese Patent Application No. 2006-298496 filed on
Nov. 2, 2006, 1s hereby incorporated by reference in its
entirety.

BACKGROUND OF THE INVENTION

The present mvention relates to a server system which
forms groups by performing a matching process and the like.

As one type of game, a network game has been known 1n
which game devices and a game server are connected via a
communication network and players enjoy a game while
sharing the same game space. In the network game, the game
server combines (matches) arbitrary players from unspecified
players and allows the combined players to play a game (see
JP-A-2006-43091, for example).

As one type of network game, a group match game 1in
which groups of players play a match 1s known. The follow-
ing problem occurs when applying related-art matching tech-
nology to such a group match game. Specifically, when per-
forming the group match game using arcade game devices
installed 1n a store or the like, a player desires to form a group
with his friend who visits the store with the player and play a
match against another group. According to related-art match-
ing technology, whether the players are incorporated 1n the
same group or the opposite groups cannot be known 1n
advance. Moreover, the players in the same store are not
necessarily incorporated in the same group.

SUMMARY

According to one aspect of the invention, there 1s provided
a server system that performs a specific matching process
based on matching requests from player terminals to form
groups that simultaneously play a specific communication
game, the server system comprising:

a location storage section that stores location information
of each of the player terminals;

a request reception section that recerves each of the match-
ing requests by receiving a matching request signal transmiut-
ted from each of the player terminals; and

a group formation section that forms the groups so that
player terminals that satisly a specific same location condi-
tion and are selected from the player terminals for which the
matching request has been recerved by the request reception
section are incorporated in a single team referring to the
location information stored in the location storage section.

BRIEF DESCRIPTION OF THE SEVERAL
VIEWS OF THE DRAWING

FIG. 1 1s a configuration diagram showing a game system.

FIG. 2 shows an example of an installation state of a ter-
minal and game terminals 1n a store.

FIG. 3 1s a view 1illustrative of in-store matching.

FI1G. 4 1s a view 1illustrative of same-team matching.

FIG. 5 1s a view 1illustrative of group candidate generation.

FIG. 6 1s a view 1llustrative of calculation of an average
ability value of a local group.

FI1G. 7 1s a view 1llustrative of calculation of the di
in average ability value between local groups.

FIG. 8 1s a view 1llustrative of group formation.

FIG. 9 1s a view 1llustrative of order of priority of group
formation.

FI1G. 10 1s a view 1llustrative of match matching.
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FIG. 11 1s a view 1llustrative of a group matching condition.
FI1G. 12 1s a view 1llustrative of a group matching condition.
FIG. 13 1s a view 1illustrative of a matching time limat.
FIG. 14 shows an example of a reservation menu screen.
FIG. 15 shows an example of a reservation state screen.
FIG. 16 shows an example of a latest vacancy state screen.
FIG. 17 shows an example of a next play assignment
screen.

FIG. 18 1s a functional configuration diagram showing a
matching server.

FIG. 19 shows a data configuration example of terminal
location information.

FIG. 20 shows a data configuration example of matching
reception information.

FIG. 21 shows a data configuration example of local group
information.

FIG. 22 shows a data configuration example of a level-
ability value conversion table.

FIG. 23 shows a data configuration example of almost
equal condition information.

FIG. 24 shows a data configuration example of group can-
didate information.

FIG. 25 shows a data configuration example of group infor-
mation.

FIG. 26 shows a data configuration example of a match
allowable level difference condition.

FIG. 27 shows a data configuration example of matching
information.

FIG. 28 1s a functional configuration diagram showing a
terminal.

FIG. 29 shows a data configuration example of reservation
information.

FIG. 30 shows a data configuration example of data
recorded 1n a game card.

FIG. 31 shows a data configuration example of play assign-
ment information.

FIG. 32 1s a flowchart showing a matching process of a
matching server.

FIG. 33 1s a flowchart showing the matching process con-
tinued from FIG. 32.

FIG. 34 15 a flowchart showing the matching process con-
tinued from FIG. 33.

FIG. 35 1s a flowchart showing a local group process
executed during the matching process.

FIG. 36 1s a flowchart showing an opponent determination
process executed during the matching process.

FIG. 37 1s a flowchart showing a reservation management
process ol a terminal.

FIG. 38 1s a flowchart showing a reservation implementa-
tion process executed during the reservation management
Process.

FIG. 39 1s a flowchart showing a reservation reception
process executed during the reservation management pro-
Cess.

FIG. 40 15 a flowchart showing a game process of a game
terminal.

FIG. 41 shows an example of a reservation state screen
according to a modification.

FIG. 42 shows an example of a vacancy state screen
according to a modification.

FIG. 43 shows a data configuration example of reservation
information according to a modification.

FIG. 44 shows an example of a standby state screen accord-
ing to a modification.
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FI1G. 45 shows a data configuration example of reservation
information according to a modification.

L1

DETAILED DESCRIPTION OF TH
EMBODIMENT

The invention may implement matching in which groups
are formed depending on the location of each game terminal.

According to one embodiment of the imnvention, there 1s
provided a server system that performs a specific matching,
process based on matching requests from player terminals to
form groups that simultaneously play a specific communica-
tion game, the server system comprising:

a location storage section that stores location information
of each of the player terminals;

a request reception section that receives each of the match-
ing requests by receiving a matching request signal transmit-
ted from each of the player terminals; and

a group formation section that forms the groups so that
player terminals that satisfy a specific same location condi-
tion and are selected from the player terminals for which the
matching request has been recerved by the request reception
section are incorporated in a single team referring to the
location information stored in the location storage section.

According to another embodiment of the invention, there1s
provided a method that allows a server system to perform a
specific matching process based on matching requests from
player terminals to form groups that simultaneously play a
specific communication game, the method comprising:

receiving each of the matching requests by receiving a
matching request signal transmitted from each of the player
terminals; and

forming the groups so that player terminals that satisty a
specific same location condition and are selected from the
player terminals for which the matching request has been
received are mncorporated 1n a single group referring to loca-
tion information stored in a location storage section that

stores the location information of each of the player termi-
nals.

According to this configuration, the server system per-
forms the matching process to form the groups that simulta-
neously play a specific communication game, and the groups
are formed so that player terminals that satisty the specific
same location condition and are selected from the player
terminals for which the matching request has been received
are incorporated in a single team referring to the stored loca-
tion information of each player terminal. Specifically, the
groups are formed so that player terminals that satisfy the
specific same location condition are incorporated 1n a single
team. For example, when the same location condition 1s a
condition whereby the player terminals are located in the
same store, the groups are formed so that the players of the
same store are necessarily incorporated in the same team.
This enables friends visiting a store to enjoy a game 1n the
same group, for example.

In the server system according to this embodiment, the
group formation section may include a local formation sec-
tion that forms local groups of player terminals that satisfy the
same location condition and are selected from the player
terminals for which the matching request has been received
by the request reception section, the group formation section
may form the groups by combining the local groups formed
by the local formation section.

According to this configuration, the local groups are
formed of player terminals that satisty the same location
condition and are selected from the player terminals for
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which the matching request has been recerved, and the groups
are formed by combining the local groups formed.

In the server system according to this embodiment,

the local formation section may form the local groups by
combining player terminals that satisiy the same location
condition and are selected from the player terminals for
which the matching request has been recerved by the request
reception section within a specific time from the time at which
the matching request reception section recerved a first match-
ing request, and then may close the formation of the local
groups ol the player terminals that satisty the same location
condition; and

the group formation section may form the groups by com-
bining the local groups that have been formed by the local
formation section before the local formation section has
closed the formation of the local groups.

According to this configuration, the local groups are
formed by combining player terminals that satisfy the same
location condition and are selected from the player terminals
for which the matching request has been received within a
specific time from the time at which the matching request
reception section recerved the first matching request, and the
formation of the local groups of the player terminals that
satisly the same location condition 1s then closed. The groups
are formed by combining the local groups that have been
formed before the formation of the local groups 1s closed.
Specifically, since the time limit 1s provided for reception of
the matching request from the player terminal, the groups can
be promptly formed without requiring the player to wait for a
long time.

In the server system according to this embodiment, the
group formation section may combine the local groups so that
the number of players of each of the groups approaches an
optimum number of group-forming players specified 1n
advance.

According to this configuration, the groups are formed by
combining the local groups so that the number of players of
cach group approaches the optimum number of group-form-
ing players specified in advance. Specifically, the groups are
formed so that the number of players of each group 1s almost
the same. For example, when the optimum number of group-
forming players 1s set at a number equal to the maximum
number of player terminals satistying the same location con-
dition, one group 1s formed of these player terminals when the
players simultaneously play a game using all of the player
terminals satistying the same location condition. When the
optimum number of group-forming players is set at a number
equal to or larger than the maximum number of player termi-
nals satistying the same location condition, a situation can be
prevented in which player terminals satisiying the same loca-
tion condition are incorporated in different groups (1.€., play-
ers visiting a store together are incorporated in different
groups).

In the server system according to this embodiment,

the request reception section may receive level value 1den-
tification information that can specity a play level value of a
player of each of the player terminals together with the match-
ing request signal; and

the group formation section may form the groups by com-
bining the local groups that are formed by the local formation
section and have a total level value that satisfies a specific
almost equal condition based on the received level value
identification information.

According to this configuration, the groups are formed by
combining the local groups having a total level value that
satisfies a specific almost equal condition based on the level
value 1dentification information recerved from the player ter-
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minal together with the matching request signal. Specifically,
the groups are formed by combining the local groups having,
almost equal total level values. This prevents a situation 1n
which the difference 1n level value between the players form-
Ing one group increases to a large extent.

In the server system according to this embodiment,

the request reception section may receive team i1dentifica-
tion information that can specily each of teams set in advance
to which a player of each of the player terminals belongs
together with the matching request signal; and

the group formation section may form the groups by com-
bining the player terminals that belong to the same team based
on the recerved team 1dentification information.

According to this configuration, a single group 1s formed of
the player terminals belonging to the same team based on the
group 1dentification information recewved from the player
terminal together with the matching request signal. Specifi-
cally, the groups are formed of the player terminals that sat-
1s1y the same location condition and used by the players
belonging to the same team.

In the server system according to this embodiment,

the communication game may be a game in which groups
of different teams play a match; and

the server system may include a match group determina-
tion section that determines the groups that play a match by
selecting groups of different teams from the groups formed by
the group formation section.

According to this configuration, the communication game
1s a game 1n which groups of different teams play amatch, and
the groups that play a match are determined by selecting the
groups ol different teams from the groups formed.

In the server system according to this embodiment, the
match group determination section may select the groups that
play amatch referring to the location information stored in the
location storage section so that groups including the player

terminals that satisty the same location condition do not play
a match.

According to this configuration, the groups that play a
match are selected so that the groups including the player
terminals that satisiy the same location condition do not play
a match. Specifically, the groups that play a match do not
include the player terminals that satisfy the same location
condition. This prevents a situation 1n which the players in the
same store play a match (1in-store match), for example.

In the server system according to this embodiment, the
server system may further include a supplementation section,
when the groups that play a match determined by the match
group determination section differ in numbers of players, the
supplementation section supplementing a computer-con-
trolled player to at least the group of which the number of
players 1s smaller so that the numbers of players of the groups
become equal.

According to this configuration, when the determined
groups differ in the number of players, the computer-con-
trolled player 1s added to at least the group of which the
number of players 1s smaller so that the numbers of players
become equal. Therefore, even 11 the number of player termi-
nals from which the matching request has been recerved 1s
small and the groups of which the number of players 1s the
same cannot be formed, a match between the groups of which
the number of players 1s the same can be reliably realized by
adding the computer-controlled player, for example.

In the server system according to this embodiment, the
match group determination section may determine the groups
that play a match so that the difference 1n number of players
between the groups becomes smaller.
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According to this configuration, the groups that play a
match are determined so that the difference 1n number of
players between the groups becomes smaller. Specifically, a
match between the groups of which the numbers of players
are as close as possible can be realized.

In the server system according to this embodiment,

the request reception section may receive level value 1den-
tification information that can specity a play level value of a
player of each ofthe player terminals together with the match-
ing request signal; and

the match group determination section may determine the
groups that play a match so that groups having a total level
value that satisfies a specific match allowable level difference
condition play a match based on the recerved level value
identification information.

According to this configuration, the groups that play a
match are determined so that groups having a total level value
that satisiies a specific match allowable level difference con-
dition play a match based on the level value identification
information received together with the matching request sig-
nal. This realizes a match between the groups of which the
levels are as close as possible.

According to a further embodiment of the invention, there
1s provided a schedule management device that 1s installed 1n
a place 1n which player terminals that are connected with the
above server system via a communication link and satisty the
same location condition are installed, the schedule manage-
ment device being connected with the player terminals to
communicate therewith, the schedule management device
comprising;

a reservation setting section that sets a scheduled time of
game play using each of the player terminals connected with
the schedule management device and player identification
information based on an operation input of a player to reserve
game play at the set scheduled time;

an acquisition section that acquires, from each o the player
terminals connected with the schedule management device,
the player identification information mmput to each of the
player terminals based on an operation mput of a player
performed when playing a game using each of the player
terminals;

a reservation check section that checks a present time, the
acquired player 1dentification information, and the reserva-
tions set 1n the reservation setting section to determine
whether or not a corresponding reservation exists; and

a game execution permission control section that permits
game play using each of the player terminals to which the
acquired player i1dentification information has been input
when the reservation check section has determined that the
corresponding reservation exists.

According to a further embodiment of the invention, there
1s provided a method for a schedule management device that
1s 1astalled mm a place in which player terminals that are
connected with the above server system via a communication
link and satisty the same location condition among are
installed, the schedule management device being connected
with the player terminals to communicate therewith, the
method comprising:

setting a scheduled time of game play using each of the
player terminals connected with the schedule management
device and player i1dentification information based on an
operation 1nput of a player to reserve game play at the set
scheduled time;:

acquiring, from each of the player terminals connected
with the schedule management device, the player identifica-
tion information input to each of the player terminals based on
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an operation input of a player performed when playing a game
using each of the player terminals;

checking a present time, the acquired player identification
information, and the reservations to determine whether or not
a corresponding reservation exists; and

permitting game play using each of the player terminals to
which the acquired player identification information has been
input when the corresponding reservation exists as a result of
the determination.

According to this configuration, the schedule management
device 1s 1installed 1n a place in which the player terminals that
satisty the same location condition are installed and 1s con-
nected with the player terminals to communicate therewith,
and game play at the scheduled time 1s reserved by setting the
scheduled time of game play using the player terminal con-
nected with the schedule management device and the player
identification information. The acquired player identification
information and the set reservations are checked to determine
whether or not the corresponding reservation exists, and
game play using the player terminal 1s permitted when the
corresponding reservation exists. Specifically, an advance
reservation game play 1s realized in which game play reserved
in advance using the schedule management device can be
reliably performed using each game terminal. The player can
necessarily play a game at the reserved scheduled time with-
out standing by.

In the schedule management device according to this
embodiment,

the communication game may be a game 1n which groups
of different teams play a match; and

the reservation setting section may set a reservation of a
player based on an operation 1mput of the player 1n a reserv-
able time zone corresponding to a team specified based on the
operation input, the reservable time zone being specified 1n
advance 1n units of the teams.

According to this configuration, the communication game
1s a game 1n which groups of different teams play amatch, and
the reservation of the player 1s set 1n the reservable time zone
corresponding to a team specified based on the operation
input, the reservable time zone being specified 1n advance 1n
units of the teams.

According to a further embodiment of the invention, there
1s provided a schedule management device that 1s installed 1n
a place 1n which player terminals that are connected with the
above server system via a communication link and satisty the
same location condition are installed, the schedule manage-
ment device being connected with the player terminals to
communicate therewith, the schedule management device
comprising;

a reservation setting section that sets a play order number
of game play using each of the player terminals connected
with the schedule management device and player 1dentifica-
tion iformation to reserve game play of the set play order
number;

a play number count section that counts a present play
order number based on game execution using e¢ach of the
player terminals connected with the schedule management
device;

an acquisition section that acquires, from each of the player
terminals connected with the schedule management device,
the player identification information mnput to each of the
player terminals based on an operation mput of a player
performed when playing a game using each of the player
terminals:

a reservation check section that checks the play order num-
ber counted by the play number count section, the acquired
player identification information, and the reservations set in
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the reservation setting section to determine whether or not a
corresponding reservation exists; and

a game execution permission control section that permaits
game play using each of the player terminals to which the
acquired player i1dentification information has been input
when the reservation check section has determined that the
corresponding reservation exists.

According to this configuration, the schedule management
device 1s 1installed 1n a place in which the player terminals that
satisly the same location condition are installed and 1s con-
nected with the player terminals to communicate therewith,
and game play of the play order number 1s reserved by setting
the play order number of game play using the player terminal
connected with the schedule management device and the
player i1dentification information. The present play order
number, the player identification information acquired from
the player terminal, and the set reservations are checked to
determine whether or not the corresponding reservation
exists, and game play using the player terminal 1s permaitted
when the corresponding reservation exists. Specifically, an
advance reservation game play 1s realized 1n which game play
reserved 1n advance using the schedule management device
can be reliably performed using each game terminal. The
player can necessarily play a game of the reserved play order
number without standing by.

In the schedule management device according to this
embodiment,

the communication game may be a game 1n which groups
of different teams play a match; and

the reservation setting section may set the play order num-
ber 1n units of the teams and may set the play order number
corresponding to a team specified based on an operation input
of a player while associating the play order number with the
player 1identification information of the player to set reserva-
tion of the player based on the operation input of the player.

According to this configuration, the communication game
1s a game 1n which groups of different teams play a match, the
play order number 1s set 1n team units, and the reservation of
the player 1s set for the play order number corresponding to
the team specified based on the operation iput of the player.

In the schedule management device according to this
embodiment, the schedule management device may include a
reservation display control section that displays the reserva-
tions set 1n the reservation setting section according to a
scheduled game play order.

According to this configuration, the set reservations are
displayed 1n the schedule game play order. This enables the
player to easily determine the reservable date or play order
number from the displayed present reservation state and
promptly make a reservation.

In the schedule management device according to this
embodiment, the schedule management device may include:

a terminal assignment section that assigns each of the
player terminals connected with the schedule management
device to a corresponding reservation set 1n the reservation
setting section; and

a near reservation display control section that displays a
reservation for at least next game play among the reservations
set 1n the reservation setting section together with 1dentifica-
tion information of the player terminal assigned to the corre-
sponding reservation by the terminal assignment section.

According to this configuration, the player terminal
selected from the player terminals connected with the sched-
ule management device 1s assigned to the corresponding res-
ervation, and the reservation for at least the next game play
among the reservations set 1s displayed together with the
identification information of the player terminal assigned to
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the corresponding reservation. Specifically, the next reserva-
tion 1s shown by displaying the reservation for the next game
play together with the identification information of the cor-
responding player terminal. This prompts the player to reli-
ably perform the reserved game play.

According to the invention, the server system performs the
matching process to form the groups that simultaneously play
a specific communication game, and the groups are formed so
that player terminals that satisty the specific same location
condition and are selected from the player terminals for
which the matching request has been receirved are mcorpo-
rated 1n a single team referring to the stored location infor-
mation of each player terminal. Specifically, the groups are
formed so that player terminals that satisiy the specific same
location condition are incorporated in a single team. For
example, when the same location condition 1s a condition
whereby the player terminals are located in the same store, the
groups are formed so that the players of the same store are
necessarilly incorporated in the same team. This enables
friends visiting a store to enjoy a game 1n the same group, for
example.

Preferred embodiments of the mnvention are described
below with reference to the drawings. The following descrip-
tion 1llustrates the case of applying the invention to a game
system which executes an online match game. Note that the
embodiments to which the invention can be applied are not
limited thereto.

System Configuration

FIG. 1 1s a configuration diagram of a game system 1
according to this embodiment. As shown in FIG. 1, the game
system 1 1s configured by connecting a matching server 10
and a game server 30 which make up a server system S,
terminals 50, and game terminals 70 with a communication
line N. The terminal 50 and the game terminal 70 are installed
in each store such as an amusement facility over the whole
country. Specifically, one terminal 50 and two or more game
terminals 70 are installed 1n each play area such as a store or
the tloor (e.g., first tloor or second floor) of a store, and the
terminal 30 and the game terminals 70 installed 1n the same
play area are connected via a LAN or the like provided 1n that
play area. The following description illustrates an example in
which the maximum number of game terminals 70 installed
in the same play area 1s eight for convenience of illustration.

The term “communication line N used herein means a
communication channel through which data can be
exchanged. Specifically, the term “communication line N”
includes a communication network such as a LAN using a
private line (private cable) for direct connection, Ethernet
(registered trademark), and the like, a telecommunication
network, a cable network, and the Internet. The communica-
tion method may be a cable communication method or a
wireless communication method.

The matching server 10 1s formed using a known server
system 1ncluding a processor which executes various pro-
cesses, a storage device which stores various programs, data,
and the like, a communication device which connects with the
communication line N, and the like. The matching server 10
may include two or more server computers. The matching
server 10 1s installed 1n a game service provider, for example,
and performs a matching process of combining game termi-
nals 70 which play a match from the game terminal 70 con-
nected with the matching server 10.

The game server 30 1s formed using a known server system
including a processor which executes various processes, a
storage device which stores various programs, data, and the
like, a communication device which connects with the com-
munication line N, and the like. The game server 30 may

10

15

20

25

30

35

40

45

50

55

60

65

10

include two or more server computers. Or, the game server 30
and the matching server 10 may be formed using one server
system. The game server 30 1s installed in a game service
provider, for example, and controls a communication game
performed using the game terminals 70 matched by the
matching server 10.

The terminal 50 1s a schedule management device which
manages reservations (schedule) for game play using each
game terminal 70 installed in the same play area as the ter-
minal 50. Specifically, the terminal 50 receives reservation
for game play from a player, and manages execution of game
play using each game terminal 70 in the same play area
according to the received reservation.

The game terminal 70 1s a game device (player terminal )
for a player to play a game. The game terminal 70 1s 1imple-
mented by an arcade game device, for example. The game
terminal 70 performs a network game process of playing a
match against other game terminals 70 based on the results of
the matching process performed by the matching server 10.
Installation Example 1n Store

FIG. 2 1s a view showing an example of an installation state
of the terminal 50 and the game terminals 70 1n a store as one
play area. As shown 1n FIG. 2, one terminal 530 and a specific

number of (1.e., eight) game terminals 70 are mstalled 1n the
store.

The terminal 50 1s configured to include a main body 51
and a large screen 56 which 1s disposed on the upper side of
the main body 51 and displays a demonstration 1mage, a next
play guide screen, and the like. The terminal 50 1s installed at
a visible position in the store, for example. A display 52 which
displays a game play reservation screen and the like 1s pro-
vided on the upper front surface of the main body 51. A
speaker 33 which outputs various types of sound conforming
to the display screen of the display 52 1s provided on each side
of the display 52. Operation buttons 34 operated by a player
and a card insertion slot 55 in which a game card 80 1s inserted
are provided under the display 52. A player purchases the
game card 80 in advance, for example. The game card 80 1s
implemented by an IC card including a contact-type IC chip
(e.g., mu-chip) i which data such as a specific card ID 1s
recorded.

The main body 51 includes a system board on which a
CPU, an 1mage generation IC, a sound generation IC, and the
like are mounted. The CPU executes a reservation manage-
ment process based on a program and data read from a
memory provided on the system board, data read from the
game card 80 inserted into the card insertion slot 55, an
operation signal input from the operation button 54, and the
like.

The game terminal 70 includes a chair 71 and a console 72.
A keyboard 73 and a mouse 74 with which a player inputs a
game operation 1s disposed on the console 72. A display panel
75 which includes a display 76 which displays a game screen
on 1ts front surface 1s also disposed on the console 72. A touch
panel 1s mtegrally formed 1n the display 76 over the entire
display area. The touch panel detects a touch position 1n units
of dots forming the display 76 according to a detection prin-
ciple such as a pressure-sensitive method, an optical method,
an clectrostatic method, or an electromagnetic induction
method, for example. A player can mput various operation
inputs by utilizing a touch pen provided as an accessory, or by
touching the display 76.

A speaker 77 which outputs game sound such as effect
sound and background music (BGM) 1s disposed on each side
of the upper portion of the front surface of the display panel
75. A card reader 78 which reads data recorded 1n the game
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card 80 inserted therein 1s disposed 1n the lower lett portion of
the front surface of the display panel 75.

The console 72 includes a system board on which a CPU,
an 1image generation IC, a sound generation IC, and the like
are mounted. The CPU executes the online match game
according to this embodiment based on a program and data
read from a memory provided on the system board, data read
from the game card 80 using the card reader 78, an operation
signal mnput from the keyboard 73 and the mouse 74, and the
like.

Outline of Game

The communication game executed 1n the game system 1
according to this embodiment 1s a match game in which
groups ol players play a match. Specifically, each player
belongs to one of teams (1.e., team A and team B) determined
in advance. The team to which each player belongs 1s fixed
and 1s recorded 1n the game card 80 possessed by the player.

Each group 1s formed so that players who belong to the
same team and play a game using the game terminals 70 in the
same play area belong to the same group. Each group 1s
formed so that the number of players forming each group is
four or more and eight or less. Specifically, each group 1is
formed so that the number of players forming each group
becomes eight (optimum number of players forming each
group) as much as possible. The optimum number of players
forming each group may be approprately set depending on
the type of game and the like. In this embodiment, the opti-
mum number of players forming each group 1s set at the
number of players equal to the maximum number of game
terminals 70 installed 1n the play area (1.¢., eight) so that all
players in the same play area are included in the same group.

The groups which play a match are determined so that
groups of different teams play a match. Specifically, the
groups are matched so that a group of players belonging to the
team A (group of the team A) plays a match against a group of
players belonging to the team B (group of the team B). In this
case, the groups are matched so that players in the same play
area are not included in different groups. This aims at pre-
venting a situation in which players in the same play area do
not play a match.

The groups are matched so that the number of players of
cach group i1s the same. Specifically, the groups are basically
matched so that groups of which the number of players 1s the
same play amatch. When matching groups which differ in the
number of players due to the absence of a player and the like,
a computer-controlled player (COM player) 1s added to the
group of which the number of players 1s smaller so that the
number of players (the number including the COM player) of
cach group which play a match 1s necessarily made equal.

The game server 30 controls the process of the match game
performed by the matched players. Specifically, operation
data iput by the player 1s transmitted to the game server 30
from each game terminal 70. The game server 30 generates an
operation data group which 1s a set of the operation data of
cach player transmitted from each game terminal 70, and
distributes the generated operation data group to each game
terminal 70. Each game terminal 70 controls each character
(including a character operated by the player) based on the
operation data of each player included in the operation data
group received from the game server 30.

When a COM player 1s included 1n the matched players, a
character (COM character) operated by the COM player 1s
controlled by the game server 30. Specifically, the game
server 30 generates operation data of the COM character
based on a specific control routine, for example, and transmits
the generated operation data and the operation data received
from each game terminal 70 to each game terminal 70 as the
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operation data group. The COM character may be controlled
by each game terminal 70 based on a specific control routine
specified by the game server 30, for example.

Matching Principle

A matching principle 1s described below. The matching
process according to this embodiment 1s generally 1imple-
mented by two-stage matching. Specifically, (1) in-store
matching 1s performed 1n which a local group of players who
plays using the game terminals 70 satistying a same location
condition and belong to the same team 1s generated, and (2)
out-of-store matching 1s then performed in which a group of
cach team 1s generated by combining the local groups gener-
ated by 1n-store matching and groups of different teams are
combined as opposite groups. (2) In out-of-store matching,
(2a) same-team matching 1s performed 1n which local groups
ol the same team are combined to generate a group of players
belonging to the same team, and (2b) match matching 1s then
performed 1n which groups of different teams among the
groups generated by same-team matching are combined as
opposite groups.

The same location condition 1s a condition whereby the
locations of the game terminals 70 are the same. Specifically,
the game terminals 70 installed 1n the same play area are
considered to be the game terminals 70 satisiying the same
location condition. The play area 1s a store or each floor of a
store, as described above. The following description 1s given
on the assumption that the play area 1s a store for convenience
of 1llustration.

FIG. 3 1s a view 1llustrative of in-store matching. FIG. 3
shows an example of the store A. Fight game terminals 70-1
to 70-8 are installed 1n the store A so that eight players at
maximum can play a game at the same time. Players are
playing a game using seven game terminals 70-1 to 70-5,
70-7, and 70-8. These players belong to the team A or the team
B. Specifically, players P1, P2, and P5 belong to the team A,
and players P3, P4, P7, and P8 belong to the team B.

In in-store matching, a local group LG of the players P
belonging to each team 1s generated. In FIG. 3, a local group
L.Ga of the players P1, P2, and P5 belonging to the team A and
a local group LGb of the players P3, P4, P7, and P8 belonging
to the team B are generated. A local group LG of each team 1s
similarly generated 1n other stores. Out-of-store matching 1s
performed based on the local groups LG generated 1n units of
stores and teams.

In out-of-store matching, same-tecam matching 1s per-
formed 1n which the local groups LG generated 1n the respec-
tive stores are combined to form a group G as shown 1n FIG.
4. FI1G. 4 1s a view showing an outline of same-team match-
ing. In same-team matching, the group G 1s formed by com-
bining the local groups LG so that the number of players of
cach team 1s four or more and eight or less, as shown 1n FIG.
4. F1G. 4 shows one team. Two groups G1 and G2 are formed
by combining local groups L.G1 to LG4 of the stores A to D.
Specifically, the group G1 of the local groups LG1, LG3, and
LG4 and the group G2 of the local group LG2 are formed. The
number of players of the group (1 1s eight, and the number of
players of the group G1 1s seven.

In same-team matching, group candidates KG are gener-
ated by combining the local groups LG, as shown 1n FIG. 5.
Specifically, the combinations of the local groups LG of
which the number of players 1s four or more and eight or less
among all combinations of the local groups LG are deter-
mined to be the group candidates KG. In FIG. 5, seven group
candidates KG1 to KG7 are generated by combining four
local groups LG1 to LG4,

A group candidate of which the average ability value (i.e.,
level value of each local group LG forming the group candi-
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date) does not satisfy a specific almost equal condition 1s
deleted trom the generated group candidates KG. The almost
equal condition 1s a condition whereby the difference 1n aver-
age ability value between the local groups LG 1s considered to
be almost the same. Specifically, when the difference 1n aver-
age ability value between the local groups LG forming the
group candidate KG exceeds a specific value (e.g., “2007), 1t
1s determined that the group candidate KG does not satisty the
almost equal condition.

The average ability value of the local group LG 1s calcu-
lated as shown i1n FIG. 6. FIG. 6 1s a view 1llustrative of
calculation of the average ability value of the local group LG.
As shown 1n FIG. 6, the level of each player P 1s converted into
an ability value according to a specific conversion method.
The total ability value (1.e., the sum of the ability values of the
players forming the local group LG) of each local group LG
1s then calculated, and the average ability value 1s calculated
by diving the total ability value by the number of players. In
FIG. 6, the local group LGa 1s formed of three players Pal to
Pa3, and the ability values obtained by converting the levels of
the players Pal to Pa3 are respectively <2007, “240”, and

“460”. Therelore, the total ability value of the local group
LGa1s “900 (=200+240+460)”, and the average ability value

1s “300 (=900/3)”.

As shown 1n FIG. 7, the difference 1n average ability value
between the local groups LG forming each group candidate
KG 1s calculated. When the calculated difference 1n average
ability value exceeds a specific value, 1t 1s determined that the
group candidate KG does not satisly a level condition,
whereby the group candidate KG 1s deleted. In FIG. 7, the
average ability values of the local groups LGb and LGc form-
ing the group candidate KG4 are respectively “420” and
“200”, as shown 1n FIG. 6. Therefore, since the difference in
average ability value between the local groups LGb and LGc¢
1s “220 (=420-200)" and exceeds a specific value “2007, 1t 1s
determined that the group candidate KG4 does not satisiy the
level condition, whereby the group candidate KG4 1s deleted.

Since the difference 1n average ability value 1s not calcu-
lated for the group candidate KG formed of one local group
LG that group candidate KG 1s determined to satisiy the level
condition. When the group candidate KG 1s formed of three or
more local groups LG, the difference 1n average ability value
between the respective local groups LG 1s calculated. When
one of the calculated differences 1n average ability value
exceed a specific value, 1t 1s determined that the group can-
didate KG does not satisiy the level condition, whereby the
group candidate KG 1s deleted.

After the group candidates KG have been generated, the
group candidate KG of which the number of players 1s eight
1s formed as the group G as shown in FIG. 8. Other group
candidates KG including each local group LG forming the
group G are deleted. In FI1G. 8, since the number of players of
the group candidate KG2 1s eight, the group candidate KG2 1s
tormed as the group G, for example. Other group candidates
KG (1.e., group candidates KG1, KG3, KG4, and KG6)
including the local groups LGa and LGc¢ forming the group
candidate KG2 are deleted.

As shown 1n FIG. 9, when the number of group candidates
KG of which the number of players 1s e1ght and which include
the same local group LG 1s two or more, the group candidate
KG including the local group LG other than the local group
LG included 1n these group candidates KG of which the
generation time 1s earlier (older) 1s preferentially formed as
the group G.

In FIG. 9, the numbers of players of the group candidates
KG2 and KG3 are eight, and the group candidates KG2 and

KG3 include the local group LGa, for example. Among the
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local groups LG forming the group candidates KG2 and KG3,

the local group LG other than the local group LGa of WhJCh
the generation time 1s the earliest (oldest) 1s the local group
L.Ge 1n the group candidate KG2 and the local group LGce 1n
the group candidate KG3. The generation time of the local
group LGe 1s earlier than the generation time of the local
group LGc. Theretore, the group candidate KG2 1s formed as
the group G

Match matching 1s then performed in which the groups G
which play a match are determined from the generated groups
G. FIG. 10 15 a view 1llustrative of match matching. FIG. 10
shows the groups Ga of the team A on the left and the groups
Gb of the team B on the right 1n the order of formation time
(where the vertical axis indicates the formation time). As
shown 1 FIG. 10, the groups G of different teams which
include the same number of players are basically matched 1n
match matching as opposite groups. In this case, the groups of
which the formation time 1s earlier are matched preferentially.
In FI1G. 10, the group Gal of the team A and the group Gb3 of
the team B of which the number of players i1s eight are
matched as opposite groups, and the group Ga2 of the team A
and the group Gb7 of the team B of which the number of
players 1s eight are matched as opposite groups, for example.
The group Ga5 of the team A and the group Gb4 of the team
B of which the number of players i1s six are matched as
opposite groups.

Specifically, even 1f the groups G of different teams include
the same number of players, these groups are not matched as
opposite groups when a specific match condition 1s not satis-
fied. The match condition 1s a condition whereby two groups
(G are matched mutually as opposite groups. Specifically, the
match condition 1s a condition whereby (1) the game termi-
nals 70 of the players included in the groups G do not satisiy
a specific same location condition, and (2) the total ability
values (1.e., the level value of the entire group ) of the groups
G satisty a specific match allowable level difference condi-
tion. The same location condition 1s a condition whereby the
locations of the game terminals 70 are the same, as described
above. Specifically, when the players who play a game using
the game terminals 70 installed 1n the same store are not
included 1n the groups G, 1t 1s determined that the groups G do
not satisiy the same location condition. The match allowable
level difference condition 1s a condition relating to the differ-
ence 1n total ability value between the groups G. Specifically,
when the difference 1n total ability value between the groups
G exceeds a speciiic value (e.g., “4007), 1t 1s determined that
the groups G do not satisiy the match allowable level difier-
ence condition.

FIG. 11 1s a view 1llustrative of the match condition (1).
FIG. 11 shows the groups Ga of the team A on the left and the
groups Gb of the team B on the right in the order of formation
time (where the vertical axis indicates the formation time). In
FIG. 11, the numbers of players of the group Gal of the team
A and the groups Gb1 and Gb3 of the team B are eight. On the
other hand, the groups Gal and Gbl1 include the local group
[.Ga of the store A. Specifically, the groups Gal and Gbl
include the game terminals 70 which satisiy the same location
condition. Specifically, the combination of the groups Gal
and Gb1l does not satisty the match condition (1). The local
group L.Ga included in the group Gal and the local group LGa
included in the group Gb1 are formed of different players P.
Specifically, the local group LGa included 1n the group Gal 1s
tformed of the players P of the store A belonging to the team A,
and the local group LGa included in the group Gbl1 1s formed
of the players P of the store A belonging to the team B. On the
other hand, the groups Gal and Gb3 do not include the local
group LG of the same store. Specifically, the groups Gal and
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Gb3 do not include the game terminals 70 which satisty the
same location condition. Specifically, the combination of the
groups Gal and Gb3 satisfies the match condition (1). There-
tore, the group Gal of the team A and the group Gb3 of the
team B may be matched as opposite groups.

FI1G. 12 15 a view 1llustrative of the match condition (2). As
shown 1 FIG. 12, the sum of the total ability values of the
local groups LG forming each group G 1s calculated, and the
difference 1n total ability value between the groups G of
different teams 1s then calculated.

In FI1G. 12, the group Gal of the team A 1s formed of the
local groups LGa and LGb, and the total ability values of the
local groups L.Ga and LGb are respectively “400” and “410”.
Specifically, the total ability value of the group Gal 1s “810
(=400+410)”. The group Gbl of the team B 1s formed of the
local groups LGc and LGd, and the total ability values of the
local groups LGc¢ and LGd are respectively 520 and “710”.
Specifically, the total ability value of the group Gb1 15 *“1230
(=520+710)”. Theretore, the diflerence 1n total ability value
between the groups Gal and Gbl 1s “420 (=1230-810)” and
exceeds a specific value “400”. Therefore, the groups Gal and
Gb1 do not satisty the match condition (2).

On the other hand, the total ability value of the group Gb3
1s “1020”. Therefore, the difference in total ability value
between the groups Gal and Gb3 1s 210 (=1020-810)",
which does not exceed a specific value “400”. Specifically,
the groups Gal and Gb3 satisty the match condition (2).
Therefore, the group Gal of the team A and the group Gb3 of
the team B may be matched as opposite groups.

In this embodiment, the matching server 10 completes
matching within a specific period of time after recerving a
matching request from the game terminal 70, and returns the
matching results to the game terminal 70. Specifically, as
shown 1n FIG. 13, the matching server 10 completes in-store
matching within a specific period of time (e.g., 45 seconds)
alter recerving the matching request, and completes out-oi-
store matching within a specific period of time (e.g., 60 sec-
onds) after completion of 1n-store matching. The matching
server 10 completes same-team matching within a specific
period of time (e.g., 50 seconds) after completion of 1n-store
matching taking the time required for match matching into
consideration.

Reservation Principle

In the game system 1 according to this embodiment, game
play 1s performed by advance reservation only. Specifically, a
player reserves game play using the terminal 50 1n the store in
which the player desires to play a game, and plays a game
using the game terminal 70 specified by the terminal 50 at the
reserved time.

The time for which reservation 1s recetved (reservation
reception time) 1s determined taking the time required for one
game play into consideration. Specifically, the reservation
reception time 1s determined at time intervals (e.g., intervals
of 10 minutes) taking mto consideration the time (e.g., 7
minutes) required for one game play and a specific time (3
minutes) required for the next player who plays a game to
complete standby (e.g., game data such as the play results of
the player who has played a game 1s recorded 1in the game card
80, the game card 80 1s ejected, and another player stands by).
For example, when the game specifies a time limait, the time
limit corresponds to the time required for one game play.

One of the teams 1s alternatively specified as a playable
team 1n game play units at each reservation reception time, for
example. Specifically, different reservation reception times
are specified as playable times 1n team units. A player can
reserve game play only at the time specified as the time at
which the team to which the player belongs can play a game.
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The number of players whose reservation can be received for
cach reservation reception time 1s equal to the number of
game terminals 70 installed 1n the store.

The game play reservation procedure 1s described below
referring to a display screen of the terminal 50. A reservation
menu screen for speciiying a reservation method 1s displayed
on the display 52 of the terminal 50. FI1G. 14 1s a view showing
an example of the reservation menu screen. As shown in FIG.
14, an 1tem “date designation” which allows the player to
reserve game play while specifying the desired date and time
and an item “immediately” which allows the player to reserve
game play at the earliest playable time at present are dis-
played on the reservation menu screen as the reservation
menu.

When the player has selected the item *““date designation”
using the reservation menu screen, a date designation screen
(not shown) which allows the player to specily the present
date or a date after the present date 1s displayed. When the
player has specified the date using the date designation
screen, a reservation state screen 1s displayed on which the
reservation state at the specified date 1s displayed 1n a list.
FIG. 15 1s a view showing an example of the reservation state
screen. As shown in FIG. 15, the names of the playable teams
and the number of game terminals 70 which can be reserved
at present (reservable number) are listed on the reservation
state screen 1n time series 1n reservation reception time units
as the reservation state at the specified date.

When reserving game play, the player inserts his game card
80 1nto the card insertion slot 35. The times at which the team
recorded 1n the game card 80 to which the player belongs can
play a game and the reservable number 1s one or more are
displayed to be selectable. When the player selects the desired
time from the times displayed to be selectable, game play 1s
reserved at the desired time.

When the player has selected the item “immediately” using,
the reservation menu screen, a latest vacancy state screen 1s
displayed on which the latest vacancy state 1s displayed 1n
team units. FIG. 16 1s a view showing an example of the latest
vacancy state screen. As shown in FIG. 16, the reservable
times (1.e., time at which the reservable number 1s one or
more) among the reservation reception times for the player of
cach of the team A and the team B are listed on the latest
vacancy state screen in the order from the reservable time
closer to the present time together with the number (reserv-
able number) of game terminals 70 which can be reserved.

When reserving game play, the player inserts his game card
80 mto the card insertion slot 55. The time closest to the
present time among the reservable times of the team recorded
in the game card 80 to which the player belongs and a mes-
sage (not shown) which asks the player whether or not to
reserve game play at that time are displayed. When the player
has selected reservation in response to the message, game
playis reserved at that time. In this case, the player can change
the reservation time to the time next closest the present time
among the reservable times of the team to which the player
belongs according to the displayed message.

When game play has been reserved, data relating to the
reservation such as the reserved time and the name of the store
1s recorded in the game card 80, and the game card 80 is
¢jected from the card insertion slot 55. In this case, the
reserved time, the name of the store, and the like may be
printed on a printing surface of the game card 80.

When a time a specific time (e.g., one minute) before the
reservation reception time has been reached, the terminal 50
displays anextplay assignment screen displaying assignment
of the game terminals 70 to the players during the next game
play on the large screen 36. FIG. 17 1s a view showing an
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example ol the next play assignment screen. As shown in FIG.
17, the name of the team playable in the next game play and
the name of the player assigned to each game terminal 70 are
listed on the next play assignment screen. Each game terminal
70 displays the name of the player assigned to the game
terminal 70 on the display 76. The player plays a game using
the game terminal 70 specified on the next play assignment
screen.

Matching Server

FI1G. 18 1s a block diagram showing the functional configu-
ration ol the matching server 10. As shown 1 FIG. 18, the
matching server 10 1s functionally configured to include an
operation section 110, a processing section 120, a display
section 130, a communication section 140, and a storage
section 200.

The operation section 110 receives an operation instruction
iput from an administrator of the matching server 10, and
outputs an operation signal corresponding to the operation to
the processing section 120. The function of the operation
input section 110 1s implemented by a button switch, a lever,
a dial, a mouse, a keyboard, a touch panel, various sensors,
and the like.

The processing section 120 controls the entire matching
server 10 based on a program and data stored 1n the storage
section 200, the operation signal mput from the operation
section 110, data received from an external device (mainly the
game terminal 70) through the communication section 140,
and the like. The function of the processing section 120 is
implemented by a calculation device such as a CPU (CISC or
RISC) or an ASIC (e.g. gate array) and its control program,
for example. In this embodiment, the processing section 120
includes a matching control section 121.

The matching control section 121 performs a matching
process of combining players who play a match. Specifically,
when the matching control section 121 has recerved a match-
ing request transmitted from the game terminal 70, the match-
ing control section 121 specifies the location of the game
terminal 70 (store 1n which the game terminal 70 1s 1nstalled)
corresponding to the terminal ID recerved together with the
matching request referring to terminal location information
221, and accepts matching.

FIG. 19 15 a view showing an example of the data configu-
ration of the terminal location information 221. As shown in
FI1G. 19, a location 2215 1s stored as the terminal location
information 221 while being associated with a terminal
ID221a of each game terminal 70. The location 2215 1s the
play area such as the name of a store or a floor 1n which the
game terminal 70 1s 1nstalled.

Data relating to the matching request received by the
matching control section 121 is stored as matching reception
information 231. FIG. 20 1s a view showing an example of the
data configuration of the matching reception mformation
231. As shown 1 FIG. 20, the matching reception informa-
tion 231 1s generated 1n team units. Specifically, the matching,
reception information 231 includes matching reception infor-
mation 231-1 for the team A and matching reception infor-
mation 231-2 for the team B. The matching reception infor-
mation 231-1 and the matching reception information 231-2
are respectively generated 1n store units. A store name 231a
and a reception deadline time 2315 are stored as the matching
reception information 231-1 and the matching reception
information 231-2. A player ID231c¢, a player name 2314, a
level 231e, and a terminal 1D 231f of each player for which
matching has been accepted are also stored as the matching,
reception information 231-1 and the matching reception
information 231-2 while being associated with one another.
The reception deadline time 2315 1s the time at which recep-
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tion of the corresponding matching request 1s closed. A time
alter a specific time (e.g., 45 seconds) from the reception time
of the oldest matching request among the matching requests
which have been recerved 1s set as the reception deadline time
231b. FIG. 20 shows the matching reception information
231-1 for the team A. Note that the matching reception infor-
mation 231-2 for the team B has the same configuration as the
matching reception information 231-1 for the team A.

When the reception deadline time set as the matching
reception information 231 has been reached, the matching
control section 121 closes reception of the matching request,
and generates alocal group LG of the players whose matching
request has been received. After reception of the matching
request has been closed, the matching reception information
231 based on which the local group LG has been generated 1s
deleted.

Data relating to the generated local group LG 1s stored as
local group information 233. FIG. 21 1s a view showing an
example of the data configuration of the local group informa-
tion 233. As shown 1n FIG. 21, the local group information
233 15 generated 1n team units. Specifically, the local group
information 233 includes local group information 233-1 for
the team A and local group information 233-2 for the team B.
The local group information 233-1 and the local group infor-
mation 233-2 are respectively generated 1n store units. A local
group 1D 2334, a store name 233/, a number of players 233g,
a total ability value 233/, an average ability value 233/, and a
generation time 2337 are stored as the local group information
233-1 and the local group information 233-2. A player 1D
233b, a player name 233c¢, a level 2334, and a terminal 1D
233¢ of each player forming the local group LG are also
stored as the local group information 233-1 and the local
group information 233-2 while being associated with one
another. The total ability value 233/ 1s the sum of the ability
values obtained by converting the levels 233 of the respective
players forming the local group LG according to a level-
ability value conversion table 223. The average ability value
233: 15 the average value of the ability values of the respective
players. The average ability value 233 1s a value obtained by
dividing the total ability value 233/ by the number of players
233¢2. FIG. 21 shows the group information 237-1 for the
team A. Note that the group information 237-2 for the team B
has the same configuration as the group information 237-1 for
the team A.

The level-ability value conversion table 223 1s a data table
for converting the level of each player into the ability value.
FIG. 22 shows an example of the data configuration of the
level-ability value conversion table 223. As shown in F1G. 22,
a level 223a and an ability value 22356 are stored in the
level-ability value conversion table 223 while being associ-
ated with each other. The level-ability value conversion table
223 1s set so that the ability value 223 b 1ncreases along with an
increase in the level 223.

The matching control section 121 combines the generated
local groups LG 1n team units to generate the group candi-
dates KG of each team. Specifically, when the matching con-
trol section 121 has generated the local group LG, the match-
ing control section 121 generates a new group candidate KG
including the generated local group LG. The numbers of
players ol the newly generated group candidates KG 1s four or
more and eight or less. The difference 1n total ability value
between the local groups forming each of the generated group
candidates KG 1s then calculated, and a group candidate KG
of which the calculated difference in total ability value does
not satisiy the almost equal condition 1s deleted.

The almost equal condition 1s stored as almost equal con-
dition information 225. FIG. 23 1s a view showing an example
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of the data configuration of the almost equal condition infor-
mation 225. As shown 1n FIG. 23, a condition for the differ-
ence 1n average ability value between the local groups LG
(“200” or less 1n FIG. 23) 1s stored as the almost equal con-
dition mformation 225.

Data relating to the generated group candidate KG 1s stored
as group candidate information 2335. FIG. 24 shows an
example of the data configuration of the group candidate
information 235. As shown 1n FIG. 24, the group candidate
information 235 1s generated in team units. Specifically, the
group candidate mformation 235 includes group candidate
information 235-1 for the team A and group candidate infor-
mation 235-2 for the team B. The group candidate informa-
tion 235-1 and the group candidate information 235-2 are
respectively generated in store umits. A group candidate 1D
235a, a number of players 2355, and an expiration date 235¢
are stored as the group candidate information 235-1 and the
group candidate information 235-2. Local group data 236 of
cach local group LG forming the group candidate KG 1s also
stored as the group candidate information 235-1 and the
group candidate information 235-2. The expiration date 235¢
1s the expiration date of the group candidate KG. A time after
a specific time (e.g., 50 seconds) from the time at which the
group candidate KG 1s generated 1s set as the expiration date
235¢. A local group ID 2364, a store name 2365, a number of
players 236¢, a generation time 2364, and a total ability value
236¢ are stored as the local group data 236. A player ID 236f.
a player name 236g, a level 236/, and a terminal 1D 236; of
cach player forming the local group LG are also stored as the
local group data 236 while being associated with one another.
FIG. 24 shows the group candidate information 235-1 for the
team A. Note that the group candidate information 237-2 for
the team B has the same configuration as the group candidate
information 235-1 for the team A.

The matching control section 121 allows the generated
group candidate KG of which the number of players 1s eight
to be formed as a group G. The matching control section 121
allows the group candidate KG of which the number of play-
ers 1s less than eight to be formed as a group G when the
expiration date set 1n advance has been reached. After the
groups G have been formed, other group candidates KG
including each local group LG forming the formed groups G
are deleted.

Data relating to the formed groups G 1s stored as group
information 237. FIG. 25 1s a view showing an example of the
data configuration of the group information 237. As shown in
FIG. 25, the group information 237 1s generated in team units.
Specifically, the group information 237 includes group infor-
mation 237-1 for the team A and group information 237-2 for
the team B. The group information 237-1 and the group
information 237-2 are respectively generated in store units. A
group 1D 237a, a number of players 2375, a total ability value
237c, and an expiration date 237d are stored as the group
information 237-1 and the group mmformation 237-2. A player
ID 237e, aplayer name 2371, alevel 237g, a terminal 1D 2374,
and a store name 237i are also stored as the group information
237-1 and the group information 237-2 while being associ-
ated with one another. The total ability value 237¢ 1s the sum
of the total ability values of the local groups LG forming the
group G (1.e., the sum of the ability values obtained by con-
verting the levels of the players forming the group G). The
expiration date 2374 1s the expiration date of the group G. A
time after a specific time (e.g., S0 seconds) from the genera-
tion time of the local group LG of which the generation time
1s the earliest (oldest) among the group candidates KG form-
ing the group G 1s set as the expiration date 2374. FI1G. 25
shows the group mnformation 237-1 for the team A. Note that
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the group information 237-2 for the team B has the same
configuration as the group imnformation 237-1 for the team A.

The matching control section 121 performs match match-
ing 1n which the groups G of different teams are combined to
determine opposing groups. Specifically, when a group G has
been formed, the matching control section 121 selects groups
G of which the number of players 1s the same as the formed
group G from the groups G of the opposite team. The match-
ing control section 121 determines whether or not the selected
groups G of the opposite team satisty the match condition for
opponent matching 1n the order from the group G of which the
set expiration date 1s earliest. Specifically, the matching con-
trol section 121 determines whether or not (1) the game
terminals 70 of the same store are not included 1n the opposite
groups G and (2) the difference 1n total ability value between
the opposite groups G satisfies the match allowable level
difference condition as the match condition. When the match-
ing control section 121 has determined that the selected group
G of the opposite team satisfies the match condition, the
matching control section 121 determines the group G of the
opposite team which satisfies the match condition to be an
opponent of the formed group G.

The match allowable level difference condition 1s stored as
match allowable level difference condition information 227.
FIG. 26 shows an example of the data configuration of the
match allowable level difference condition information 227.
As shown 1n FIG. 26, a condition for the difference 1n total
ability value between the groups G (“400” 1n FIG. 26) 1s
stored as the match allowable level difference condition infor-
mation 227.

When a group G of the opposite team of which the number
of players is the same as that of the formed group G does not
exist or the groups G of the opposite team of which the
number of players 1s the same as that of the formed group G
do not satisfy the match condition, the matching control sec-
tion 121 determines whether or not each of the groups G ofthe
opposite team ol which the number of players differs from
that of the formed group G satisfies the match condition when
the expiration date set for the formed group G has been
reached, and determines the group G of the opposite team
which satisfies the match condition to be an opponent of the
formed group G. Specifically, the matching control section
121 determines whether or not each of the selected groups G
of the opposite team satisfies the match condition while
increasing the difference (difference in number of players) n
between the number of players M of the formed group G and
the number of players N of the selected group G of the
opposite team by one, and determines the group G of the
opposite team to be matched with the formed group G

Specifically, the matching control section 121 selects the
groups G of the opposite team of which the number of players
N 1s smaller by one than the number of players M of the
formed group G from the groups G of the opposite team,
determines whether or not each of the selected groups G
satisfies the match condition 1n the order from the group of
which the set expiration date 1s the earliest, and determines
the group G of the opposite team which satisfies the match
condition to be an opponent of the formed group G. When the
selected groups G of the opposite team do not satisiy the
match condition, the matching control section 121 selects the
groups G of the opposite team of which the number of players
N 1s larger by one than the number of players M of the formed
group G from the groups G of the opposite team, and deter-
mines whether or not each of the selected groups G satisfies
the match condition.

For example, when the number of players M of the group G
1s eight, the matching control section 121 determines whether
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or not each of the groups G of the opposite team of which the
number of players N 1s seven satisfies the match condition.
When matching has failed, the matching control section 121
determines whether or not each of the groups G of the oppo-
site team of which the number of players N 1s six satisfies the 5
match condition, determines whether or not each of the
groups G ol the opposite team of which the number of players

N 1s five satisfies the match condition, and then determines
whether or not each of the groups G of the opposite team of
which the number of players N 1s four satisfies the match 10
condition. When the number of players M of the group G 1s
s1X, the matching control section 121 determines whether or
not each of the groups G of the opposite team of which the
number of players N is five satisfies the match condition.
When matching has failed, the matching control section 121 15
determines whether or not each of the groups G of the oppo-
site team of which the number of players N 1s seven satisfies
the match condition, determines whether or not each of the
groups G ol the opposite team of which the number of players

N 1s four satisfies the match condition, and then determines 20
whether or not each of the groups G of the opposite team of
which the number of players N 1s eight satisfies the match
condition.

When the number of players differs between the formed
group G and the group G of the opposite team, a COM player 25
1s added to the group G of which the number of players 1s
smaller so that the numbers of players of the formed group G
and the group G of the opposite team become equal, and the
difference 1n total ability value between the groups G 1s cal-
culated on the assumption that the numbers of players of the 30
groups G are the same. The level of the COM player 1s set at
a low level (e.g., “27).

When the groups G which differ in the number of players
have been matched, a COM player 1s added to the group G of
which the number of players 1s smaller so that the numbers of 35
players of the groups G matched become equal.

When the groups G of the opposite team do not satisty the
match condition 1rrespective of the number of players so that
matching has failed, a group of the opposite team formed of
COM players in a number equal to the number of players of 40
the formed group G 1s generated, and the generated group 1s
determined to be an opponent of the formed group G

Data relating to matching 1s stored as matching informa-
tion 239. FIG. 27 1s a view showing an example of the data
configuration of the matching information 239. As shown 1n 45
FIG. 27, the matching information 239 1s generated in match-
ing units. A matching ID 2394g and a number of players 23956
are stored as the matching information 239. A player 1D 239c,
aplayername 2394, a terminal ID 239¢, and a store name 239/
of each group are also stored as the matching information 239 50
while being associated with one another. The number of play-
ers 2395 1s the number of players of each group G matched.

In FIG. 18, the display section 130 displays a display
screen based on an 1mage signal from the processing section
120. The function of the display section 130 1s implemented 55
by hardware such as a CRT, an LCD, an ELD, or a PDP.

The communication section 140 connects with the com-
munication line N based on a control signal from the process-
ing section 120, and performs data commumnication with an
external device (e.g. game terminal 70). The function of the 60
communication section 140 i1s implemented by a wireless
communication module, a TA, a router, a jack for a commu-
nication cable, a control circuit, or the like.

The storage section 200 stores a system program for imple-
menting the functions for causing the processing section 120 65
to integrally control the matching server 10, a program and
data necessary for implementing the functions according to

22

this embodiment, and the like. The storage section 200 1s used
as a work area for the processing section 120, and temporarily
stores the results of calculations performed by the processing
section 120 based on various programs, data input from the
operation mput section 110, and the like. The function of the

storage section 200 1s implemented by an IC memory, a hard
disk, a CD-ROM, a DVD, an MO, a RAM, a VRAM, or the

like.

In this embodiment, the storage section 200 stores a match-
ing program 210 for causing the processing section 120 to
function as the matching control section 121, the terminal
location information 221, the level-ability value conversion
table 223, the almost equal condition information 225, the
match allowable level difference condition information 227,
the matching reception information 231, the local group
information 233, the group candidate information 235, the
group mformation 237, and the matching information 239.
Terminal

FIG. 28 1s a block diagram showing the functional configu-
ration of the terminal 50. As shown 1n FIG. 28, the terminal 50
1s Tunctionally configured to include an operation mput sec-
tion 510, a card read/write section 520, a processing section
530, an 1mage display section 340, a sound output section
5350, a communication section 360, and a storage section 600.

The operation mput section 510 recerves a player’s opera-
tion 1nstruction mput, and outputs an operation signal corre-
sponding to the operation to the processing section 530. The
function of the operation input section 510 1s implemented by
a button switch, a lever, a dial, a mouse, a keyboard, a touch
panel, various sensors, and the like. In FIG. 2, the operation
button 54 and the touch panel integrally formed 1n the display
52 correspond to the operation mnput section 510.

The card read/write section 520 reads data recorded 1n the
inserted game card 80, and outputs the read data to the pro-
cessing section 530. The card read/write section 520 records
data 1n the mserted game card 80 based on a write instruction
signal from the processing section 530. In FIG. 2, the card
isertion slot 55 corresponds to the card read/write section
520.

The processing section 530 controls the entire terminal 50
based on a program and data stored 1n the storage section 600,
the operation signal input from the operation section 510, data
received from an external device (mainly the game terminal
70) through the communication section 560, and the like. The
function of the processing section 330 1s implemented by a
calculation device such as a CPU (CISC or RISC) or an ASIC
(e.g. gate array) and 1ts control program, for example. In this
embodiment, the processing section 330 includes a reserva-
tion reception section 531 and a reservation implementation
section 533.

The reservation reception section 331 recerves reservation
for game play based on the operation of the player. Specifi-
cally, the reservation reception section 331 causes the image
display section 540 to display the reservation menu screen
such as that shown in FIG. 14. When the item “date designa-
tion” 1s selected as the reservation method using the reserva-
tion menu screen, the reservation reception section 531
causes the 1mage display section 540 to display the date
designation screen which allows the player to specily the
present date or a date after the present date. When the date has
been specified using the date designation screen, the reserva-
tion reception section 331 refers to reservation information
621 and causes the image display section 340 to display the
reservation state screen 1n which the reservation state at the
specified date 1s listed, as shown 1n FIG. 15, for example.

The reservation mformation 621 1s data relating to the
received reservation for game play. FIG. 29 1s a view showing
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an example of the data configuration of the reservation infor-
mation 621. As shown in FIG. 29, the reservation information
621 15 generated in day units. A date 621a and time data 622
1n reservation reception time units are stored as the reserva-
tion information 621. A reservation reception time 622a and
a team name 6225 playable at the reservation reception time
are stored as the time data 622. A player ID 622c¢, a player
name 6224, and an implementation flag 622¢ of each player
reserved at the reservation reception time are stored as the
time data 622 while being associated with one another. The
implementation flag 622¢ is a tlag indicating whether or not
the player has actually played the game. When a standby
completion notification indicating that the player has played
a game which 1s transmitted from the game terminal 70
assigned to the player has been recerved, “1” indicating
implementation 1s stored as the implementation tlag 622e.
The number of allowable players at each reservation recep-
tion time 1s {ixed. Specifically, the number of allowable play-
ers at each reservation reception time 1s equal to the number
of game terminals 70 connected to the terminal 50.

When data read from the 1nserted game card 80 has been
input from the card read/write section 520, the reservation
reception section 531 specifies the team to which the player
belongs from the mnput data, and causes the reservable time
(time at which the reservable number 1s one or more) at which
the player of the specified team can play a game and which 1s
contained the reservation state displayed in the reservation
state screen to be displayed to be selectable. When the player
has selected the time using the reservation state screen to
direct areservation, game play is reserved at the selected time.
The reservation reception section 531 then causes the card
read/write section 320 to record the received reservation
information (e.g., store name and reservation time) 1n the
game card 80 and eject the game card 80.

FI1G. 30 1s a view showing an example of the configuration
of data recorded 1n the game card 80. As shown in FI1G. 30, a
card ID 81, player data 82 of the player who possesses the
game card 80, reservation data 83, and a new tlag 84 are
recorded 1n the game card 80. The player data 82 includes a
player ID 82a, a player name 825, a level 82¢, and a team 82d.
The reservation data 83 includes a reservation store 83q and a
reservation date 835. The new tlag 84 1s a flag which indicates
whether or not the player who possesses the game card 80 1s
a new player who has not played a game after purchasing the
game card 80. The surface ol the game card 80 may be formed
as a rewritable printing surface, and some (e.g., game name,
level, team, reservation store, and reservation date) or all of
the recorded data may be rewritably printed on the printing,
surface of the game card 80.

When the player has selected the item “immediately” using,
the reservation menu screen, the reservation reception section
531 refers to the reservation information 621, and extracts the
reservable times (times at which the reservable number 1s one
or more) at the present date or a date after the present date 1n
team units from the reservation reception times at which the
team can play a game. The reservation reception section 531
then causes the image display section 540 to display the latest
vacancy state screen 1n which the extracted times are listed in
time series, as shown 1n FIG. 16, for example.

When data read from the 1nserted game card 80 has been
input from the card read/write section 520, the reservation
reception section 531 specifies the team to which the player
belongs from the mput data, selects the time of the specified
team closest to the present time from the reservation reception
times displayed in the reservation state screen, and causes the
image display section 540 to display a message which asks
the player whether or not to reserve game play at the selected
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time. When the player has directed reservation, game play 1s
reserved at the selected time. The reservation reception sec-
tion 531 then causes the card read/write section 520 to record
the recerved reservation information (e.g., store name and
reservation time) in the game card 80 and eject the game card

30.

The processing section 330 manages execution ol game
play 1n each game terminal 70 based on the game play reser-
vation received by the reservation implementation section
533 and the reservation reception section 331. Specifically,
the processing section 530 refers to the reservation informa-
tion 621, and closes reservation for game play at the reserva-
tion reception time when a specific time (e.g., one minute)
betore the reservation reception time has been reached. The
processing section 330 determines assignment of the players
who have reserved game play at the reservation reception
time to the game terminals 70, and causes the image display
section 540 to display the next play assignment screen in
which the determined assignment 1s listed, as shown 1n FIG.
18, for example.

Data relating to the assignment of the players to the game
terminals 70 1s stored as play assignment information 623.
FIG. 31 1s a view showing an example of the data configura-
tion of the play assignment information 623. As shown in
FIG. 31, a game play date 623a¢ and a playable team name
6235 are stored as the play assignment information 623. A
terminal ID 623c, a player ID 6234 and a player name 623¢ of
the player assigned to the terminal are also stored as the play
assignment information 623 1n units of the game terminals 70
while being associated with one another.

When the reservation reception time has been reached and
the standby completion notifications indicating completion
of standby of game play have been recerved from all of the
scheduled game terminals 70 (game terminals 70 to which the
players are assigned), the processing section 530 distributes
game start instructions to the game terminals 70 to cause the
game terminals 70 to start game play. When the standby
completion notifications have not been received from all of
the scheduled game terminals 70 even 11 a specific time (e.g.,
30 seconds) has expired from the reservation reception time,
the processing section 530 distributes the game start instruc-
tions to only the game terminals 70 from which the standby
completion notification has been received to cause the game
terminals 70 to start the next game play.

In FIG. 28, the display section 340 displays a display
screen based on an 1image signal from the processing section
530. The tunction of the display section 540 1s implemented
by hardware such as a CRT, an LCD, an ELD, or a PDP. In
FIG. 2, the large screen 56 and the display 352 correspond to
the display section 540.

The communication section 560 connects with the com-
munication line N based on a control signal from the process-
ing section 330, and performs data communication with an
external device (e.g. game terminal 70). The tunction of the
communication section 560 1s implemented by a wireless
communication module, a TA, a router, a jack for a commu-
nication cable, a control circuit, or the like.

The storage section 600 stores a system program for imple-
menting the functions for causing the processing section 530
to integrally control the terminal 50, a program and data
necessary for implementing the functions according to this
embodiment, and the like. The storage section 600 1s used as
a work area for the processing section 330, and temporarily
stores the results of calculations performed by the processing
section 530 based on various programs, data input from the
operation mput section 510, and the like. The function of the
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storage section 600 1s implemented by an IC memory, a hard
disk, a CD-ROM, a DVD, an MO, a RAM, a VRAM, or the
like.

In this embodiment, the storage section 600 stores a reser-
vation management program 610, the reservation information
621, and the play assignment information 623. Process flow
(A) Matching Process

FIGS. 32 to 36 are flowcharts 1llustrative of the tlow of the
process ol the matching server 10. The matching process 1s
implemented by causing the matching control section 121 to
execute the matching program 210.

As shown 1n FIGS. 32 to 36, the matching control section
121 determines whether or not the matching request trans-
mitted from the game terminal 70 has been recetved. When
the matching request transmitted from the game terminal 70
has been received (step Al: YES), the matching control sec-
tion 121 specifies the location (store name) of the game ter-
minal 70 from the terminal ID received together with the
matching request referring to the terminal location informa-
tion 221 (step A3).

The matching control section 121 determines whether or
not the matching reception information 231 corresponding to
the team to which the player belongs received together with
the matching request and the specified store exists. When the
corresponding matching reception information 231 exists
(step AS: YES), the matching control section 121 adds the
player of the specified game terminal 70 to the matching
reception information 231 (step A7). When the corresponding
matching reception information 231 does not exist (step AS:
NO), the matching control section 121 generates the match-
ing reception information 231 corresponding to the team
received and the specified store, and adds the player of the
specified game terminal 70 to the generated matching recep-
tion mformation 231 (step A9). The matching control section
121 sets the reception deadline time (e.g., 45 seconds aiter the
reception time) of the generated matching reception informa-
tion 231 based on the reception time of the request (step A11).

The matching control section 121 then performs a process
of a loop A for each piece of the matching reception informa-
tion 231. In the loop A, the matching control section 121
determines whether or not the reception deadline time set for
the target matching reception information 231 has been
reached. When the reception deadline time has been reached
(step A13: YES), the matching control section 121 generates
a local group formed of the players of the target matching
reception information 231 (step Al15). The matching control
section 121 sets the present time to be the generation time of
the generated local group (step A17), and calculates the total
ability value and the average ability value from the level of
cach player forming the local group (step A19). The matching
control section 121 then performs a local group process for
the local group (step A21).

FIG. 35 1s a flowchart 1llustrative of the tlow of the local
group process. As shown i FIG. 35, the matching control
section 121 generates new group candidates including the
target local group (step B1). The matching control section 121
then performs a process of a loop E for each of the generated
group candidates.

In the loop E, the matching control section 121 determines
whether or not the target group candidate 1s formed of two or
more local groups. When the target group candidate 1s formed
of two or more local groups (step B3 YES), the matching
control section 121 calculates the difference 1n average ability
value between the local groups forming the target group can-
didate (step BS). The matching control section 121 then com-
pares the calculated difference in average ability value with a
specific value. When the calculated difference in average
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ability value exceeds the specific value (step B7: NO), the
matching control section 121 deletes the target group candi-
date (step B25).

When the calculated difference in average ability value 1s
equal to or less than the specific value (step B7: YES), the
matching control section 121 determines the number of play-
ers of the target group candidate. When the number of players
of the target group candidate 1s eight (step B9: YES), the
matching control section 121 causes the target group candi-
date to be formed as a group (step B11). The matching control
section 121 then sets the expiration date of the formed group
based on the expiration date set for the target group candidate
(step B13). The matching control section 121 deletes other
group candidates including each local group forming the
target group candidate (step B15).

The matching control section 121 then sets the number of
players of the target group as the variables M and N (step
B17), and sets the difference n 1n number of players at zero
(step B19). The matching control section 121 then performs
an opponent determination process for the formed group (step
B21).

FIG. 36 15 a flowchart 1llustrative of the flow of the oppo-
nent determination process. As shown 1n FIG. 36, the match-
ing control section 121 selects a group G of which the number
of players 1s M from the groups of the opposite team of the
target group (step C1). When no group has been selected (step
C3:YES), the matching control section 121 finishes the oppo-
nent determination process. When one or more groups of the
opposite team have been selected (step C3: NO), the matching
control section 121 sorts the selected groups of the opposite
team by the set expiration date (step C3), and sequentially
performs a process of a loop F for each of the selected groups
of the opposite team.

In the loop F, the matching control section 121 determines
whether or not the game terminals 70 at the same location are
included 1n the target group and the target group of the oppo-
site team. When the game terminal 70 at the same location are
included 1n the target group and the target group of the oppo-
site team (step C7: YES), the matching control section 121
finishes the process of the loop F for the target group of the
opposite team.

When the game terminals 70 at the same location are not
included 1n the target group and the target group of the oppo-
site team (step C7: NO), the matching control section 121
determines the difference n 1n number of players. When the
difference n 1n number of players i1s zero (step C9: YES), the
matching control section 121 calculates the difference 1n total
ability value between the target group and the target group of
the opposite team (step C1). When the difference n in number
of players 1s one or more (step C9: NO), the matching control
section 121 calculates the total ability difference between the
target group and the group of the opposite team on the
assumption that n COM players are added to the target group
or the target group of the opposite team of which the number
of players 1s smaller (step C13).

The matching control section 121 then compares the cal-
culated difference 1n total ability value with a specific value.
When the calculated difference 1n total ability value exceeds
the specific value (step C15: NO), the matching control sec-
tion 121 finishes the process of the loop F for the target group
of the opposite team. When the calculated difference 1n total
ability value 1s equal to or less than the specific value (step
C15: YES), the matching control section 121 determines the
difference n 1n number of players. When the difference n 1n
number of players 1s one or more (step C17: NO), the match-
ing control section 121 adds n COM players to the target
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group or the target group of the opposite team of which the
number of players 1s smaller (step C19).

The matching control section 121 then determines the tar-
get group of the opposite team to be an opponent of the target
group (step C21). The matching control section 121 then
distributes the matching information to the game terminals 70
of the target group and the target group of the opposite team
matched with the target group (step C23), and transmits the
matching information 239 to the game server 30 (step C235).
The matching control section 121 then deletes the target
group and the target group of the opposite team (step C27).
The matching control section 121 thus completes the oppo-
nent determination process.

Again referring to FIG. 35, after completion of the oppo-
nent determination process, the matching control section 121
deletes the target group candidate (step B23). The process of
the loop E 1s performed 1n this manner. When the matching
control section 121 has completed the process of the loop E
tor all of the group candidates, the matching control section
121 finishes the local group process.

Again referring to FIG. 32, after completion of the local
group process, the matching control section 121 deletes the
target matching information 239 (step A23). The process of
the loop A 1s performed 1n this manner. When the matching,
control section 121 has completed the process of the loop A
tor all of the matching reception information 231, the match-
ing control section 121 then performs a process of aloop B for
cach group candidate.

In the loop B, the matching control section 121 determines
whether or not the expiration date set for the target group
candidate has been reached. When the expiration date set for
the target group candidate has been reached (step A25: YES),
the matching control section 121 causes the target group
candidate to be formed as a group (step A27). The matching
control section 121 then sets the expiration date of the formed
group based on the expiration date set for the target group
candidate (step A29). The matching control section 121
deletes other group candidates including each local group
forming the target group candidate (step A31).

The matching control section 121 then sets the number of
players of the target group candidate to be the number of
players M of the target group and the number of players N of
the group of the opposite team (step A33), and sets the dii-
ference n in number of players at zero (step A35). The match-
ing control section 121 then performs the opponent determi-
nation process (see FIG. 36) for the formed group (step A37).

When the matching control section 121 has fimshed the
opponent determination process, the matching control sec-
tion 121 deletes the target group candidate (step A39). The
process of the loop B 1s performed 1n this manner. When the
matching control section 121 has completed the process of
the loop B for all of the group candidates, the matching
control section 121 then performs a process of a loop C for
cach group.

In the loop C, the matching control section 121 determines
whether or not the expiration date set for the target group has
been reached. When the expiration date set for the target
group has been reached (step A41l: YES), the matching con-
trol section 121 sets the number of players of the target group
at N (step A43). The matching control section 121 then per-
forms a process of a loop D while setting the difference n 1n
number of players at <17, “27, “3”, and “4”.

In the loop D, the matching control section 121 sets the
number of players M of the group of the opposite team as the
opponent of the target group at “M-N"" obtained by subtract-
ing the difference n 1n number of players from the number of
players N of the target group (step A45). When M 1s four or
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more and eight or less (step A47: YES), the matching control
section 121 then performs the opponent determination pro-
cess (see FIG. 36) for the target group (step A49).

After completion of the opponent determination process,
the matching control section 121 determines whether or not
the target group has been matched by the opponent determi-
nation process. When the target group has been matched by
the opponent determination process (step AS1: YES), the
matching control section 121 finishes the process of the loop
C for the target group.

When the target group has not been matched by the oppo-
nent determination process (step A51: NO) or the number of
players M of the group of the opposite team 1s less than three
or exceeds eight (step A47: NO), the matching control section
121 sets the number of players M of the group of the opposite
team at “M+n” obtained by adding the difference n 1n number
of players to the number of players M of the target group (step
AS3). When M 1s four or more and eight or less (step AS5:

YES), the matching control section 121 then performs the
opponent determination process (see FIG. 36) for the target
group (step A57).

After completion of the opponent determination process,
the matching control section 121 determines whether or not
the target group has been matched by the opponent determai-
nation process. When the target group has been matched by
the opponent determination process (step AS59: YES), the
matching control section 121 finishes the process of the loop
C for the target group.

When the matching control section 121 has completed the
process of the loop D while setting the difference n in number
of players at “17, 27, “3”, and “4”, the matching control
section 121 generates a group of the opposite team formed of
COM players 1n a number equal to the number of players of
the target group (step A61), and determines the generated
group of the opposite team to be an opponent of the target
group (step A63). The matching control section 121 then
distributes the matching information 239 to the game termi-
nals 70 of the target group (step A63), and transmits the
matching information 239 to the game server 30 (step A67).
The matching control section 121 then deletes the target
group (step A69).

When the matching control section 121 has completed the
process ol the loop C for all of the groups, the matching
control section 121 returns to the step Al.

(B) Reservation Management Process

FIGS. 37 to 39 are tlowcharts illustrative of the flow of a
reservation management process of the terminal 50. The res-
ervation management process 1s implemented by causing the
processing section 530 to execute the reservation manage-
ment program 610. As shown i FIG. 37, the processing
section 330 refers to the reservation information 621. When a
specific time (e.g., one minute) before the reservation recep-
tion time has been reached (step D1: YES), the reservation
implementation section 533 performs a reservation imple-
mentation process (step D3).

FIG. 38 1s a flowchart illustrative of the tlow of the reser-
vation implementation process. As shown in FIG. 38, the
reservation implementation section 333 closes reception of
reservation at the next reservation reception time, and deter-
mines assignment of the players who have reserved game
play atthereservation reception time to the game terminals 70
(step E1). The reservation implementation section 533 causes
the next play assignment screen in which the determined
assignment of the players to the game terminals 70 1s listed to
be displayed together with the reservation reception time
(step E3).
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The reservation implementation section 533 transmits the
player ID and the player name of the player assigned to each
game terminal 70 to each game terminal 70 (scheduled game
terminal 70) (step E5). The reservation implementation sec-
tion 533 determines whether or not the game terminal 70
which 1s not used for game play (game terminal 70 to which
aplayerisnotassigned) exists. When such a game terminal 70
exists (step E7: YES), the reservation implementation section
533 transmits a next play absence notification which indicates
that the next game play is reserved to the game terminal 70
(step E9). When the reservation implementation section 333
has received the standby completion notification transmitted
from the game terminal 70 (step E11: YES), the reservation
implementation section 533 sets the implementation flag of
the player corresponding to the received standby completion
notification at “1” (step E13).

When the reservation reception time has been reached (step
E15: YES), thereservation implementation section 533 deter-
mines whether or not the standby completion notifications
have been recerved from all of the scheduled game terminals
70. When the standby completion notifications have been
received from all of the scheduled game terminals 70 (step
E17: YES), the reservation implementation section 333 trans-
mits the game start instructions to each game terminal 70
from which the standby completion notification has been
received (step E25). The reservation implementation section
533 transmits a play non-execution notification which indi-
cates that the next game play 1s not performed to the remain-
ing game terminals 70 (step E27).

When the standby completion notifications have not been
received from all of the scheduled game terminals 70 (step
E17: NO), the reservation implementation section 333 deter-
mines whether or not a specific time (e.g., 30 seconds) has
expired from the reservation reception time. When the spe-
cific time has not expired (step E19: NO), the reservation
implementation section 333 waits for the standby completion
notification to be transmitted from the game terminal 70.
When the standby completion notification has been recerved
(step 21: YES), the reservation implementation section 333
sets the implementation flag of the player corresponding to
the recetved standby completion noftification at “1” (step
E23).

The reservation implementation section 533 determines
whether or not the standby completion notifications have
been recetved from all of the scheduled game terminals 70.
When the standby completion notifications have been
received from all of the scheduled game terminals 70 (step
E17: YES), the reservation implementation section 333 trans-
mits the game start instructions to each game terminal 70
from which the standby completion notification has been
received (step E25). The reservation implementation section
533 transmits the play non-execution notification which indi-
cates that the next game play 1s not performed to the remain-
ing game terminals 70 (step E27).

When a specific time has expired from the reservation
reception time (step E19: YES), the reservation implementa-
tion section 333 transmits the game start instructions to each
game terminal 70 from which the standby completion notifi-
cation has been received (step E25), and transmits the play
non-execution notification to the remaining game terminals
70 (step E27). The reservation implementation section 533
thus completes the reservation implementation process.

Again referring to FI1G. 37, after completion of the reser-
vation implementation process, the processing section 530
returns to the step D1. When game play reservation has been
selected (step D5: YES), the reservation reception section 331
performs a reservation reception process (step D9).
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FIG. 39 15 a flowchart illustrative of the tlow of the reser-
vation reception process. As shown 1n FI1G. 39, the reservation
reception section 531 causes the reservation menu screen to
be displayed. When the reservation method selected using the
reservation menu screen 1s “date designation” (step F1: “date
designation™), the reservation reception section 531 refers to
reservation information 621 and causes the reservation state
screen to be displayed in which the reservation state at the
date specified using the date designation screen 1s listed (step
F3).

When the game card 80 has been inserted (step F3: YES)
and data read from the inserted game card 80 has been 1nput
from the card read/write section 320 (step F7), the reservation
reception section 531 specifies the player and the team to
which the player belongs from the mput data (step F9), and
causes the reservable time at which the player of the specified
team can play a game to be selectably displayed in the reser-
vation state screen (step F1).

When the player has selected the time using the reservation
state screen to direct reservation (step F13: YES), game play
at the selected reservation reception time 1s reserved using the
specified player ID and player name (step F15). The reserva-
tion reception section 531 then causes the card read/write
section 520 to record the received reservation information
(e.g., store name and reservation time) in the game card 80
(step F29), and eject the game card 80 (step F31).

When the reservation method selected using the reserva-
tion menu screen 1s “immediately” (step F1: “immediately™),
the reservation reception section 331 refers to the reservation
information 621, and extracts the reservable times at the
present date or a date after the present date 1n team units from
the reservation reception times at which the team can play a
game, and causes the latest vacancy state screen to be dis-
played 1n which the extracted times are listed (step F17).

When the game card 80 has been inserted (step F19: YES)
and data read from the inserted game card 80 has been 1nput
from the card read/write section 320 (step F21), the reserva-
tion reception section 531 specifies the player and the team to
which the player belongs from the input data (step F23). The
reservation reception section 331 then selects the extracted
reservation reception time at which the specified team can
play a game and which 1s closest to the present time. When the
player has directed reservation at the selected time (step F25:
YES), game play at the selected time 1s reserved using the
specified player ID and player name (step F27). The reserva-
tion reception section 531 then causes the card read/write
section 320 to record the received reservation information
(e.g., store name and reservation time) in the game card 80
(step F29), and eject the game card 80 (step F31). The reser-
vation reception section 331 thus completes the reservation
reception process.

Again referring to FIG. 37, after completion of the reser-
vation reception process, the processing section 530 returns
to the step D1. The reservation management process 1s per-
formed 1n this manner.

(C) Game Process

FIG. 40 1s a flowchart illustrative of the flow of a game
process of the game terminal 70. As shown 1n FIG. 40, the
game terminal 70 determines whether or not the player ID and
the player name of the next play have been received from the
terminal 50. When the player ID and the player name of the
next play have been recerved from the terminal 50 (step G1:
YES), the game terminal 70 displays a standby screen in
which the received player name 1s displayed (step G3).

When the game card 80 has been 1nserted (step G5: YES)
and data read from the inserted game card 80 has been 1mnput
from the card read/write section 520 (step G7), the game
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terminal 70 determines whether or not the player 1D and the
player name included in the mput data coincide with the
player name and the player name received from the terminal
50. When the game terminal 70 has determined that the player
ID and the player ID included 1n the input data do not coincide
with the player name and the player name received from the
terminal 30 (step G9: NO), the game terminal 70 displays a
message indicating that game play 1s not permitted (step
(G11), and returns to the step G5. In this case, the game
terminal 70 may display a message indicating that the game
terminal 70 assigned 1n the terminal 50 1s checked or a mes-
sage indicating that game play is reserved by the terminal 70
together with the correct reservation time recorded in the
game card 80 or a message indicating that game play 1s not
reserved 1n addition to the message indicating that game play
1s not permitted.

When the game terminal 70 has determined that the player
ID and the player 1D read from the game card 80 coincide
with the player name and the player name received from the
terminal 50 (step G9: YES), the game terminal 70 transmits
the standby completion notification to the terminal 50 (step
(G13). When the game terminal 70 has received the game start
instruction from the terminal 50 (step G15: YES), the game
terminal 70 transmits the matching request to the matching,
server 10 (step G17).

The game terminal 70 recerves the matching information
239 transmitted from the matching server 10 (step G19),
connects with other game terminals 70 based on the recerved
matching information 239 (step G21), and executes the com-
munication game with the other game terminals 70 under
control of the game server 30 (step G23). After completion of
the communication game, the game terminal 70 returns to the
step (1.

When the game card 80 has not been inserted (step G5:
NO) and the game terminal 70 has received the play non-
execution notification transmitted from the terminal 50 (step
(G25: YES), the game terminal 70 displays a message indicat-
ing that the next game play 1s not performed (step G27). The
game terminal 70 then returns to the step G1. When the player
ID and the player name of the next play have not been
received from the terminal 50 (step G1: NO) and the game
terminal 70 has received the next play absence notification
transmitted from the terminal 50 (step G29: YES), the game
terminal 70 displays a message indicating that the next game

play 1s not performed (step G31). The game terminal 70 then

returns to the step G1. The game process 1s performed 1n this
manner.
Effects

As described above, the matching process according to this
embodiment 1s generally implemented by two-stage match-
ing. Specifically, (1) in-store matching 1s performed 1n which
a local group LG of players who belong to the same store and
the same team 1s generated, and (2) out-of-store matchmg 1S
then performed 1n which a group G of each team 1s generated
by combining the local groups LG and groups G of different
teams are determined to be opposite groups. In out-oi-store
matching (2), same-team matching 1s performed 1n which
local groups LG of the same team are combined to generate a
group G of players belonging to the same team, and match
matching 1s then performed in which groups G of different
teams are combined as opposite groups. Specifically, the
group G 1s formed so that the players who belong to the same
store and the same team are necessarily included in the same
group . This enables friends visiting a store to enjoy a game
in the same group G, for example.
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Modification

The embodiments to which the invention can be applied are
not limited to the above embodiment. Various modifications
and variations may be made without departing from the spirit
and scope of the invention.

(A) Prionty of Local Groups LG Combined as Group G

For example, a group G may be formed by preferentially
combining local groups LG having the smallest difference 1n
average ability value.

(B) Groups G which Play a Match

In the above embodiment, groups G of different teams of
which the number of players 1s the same and the generation
time 1s earlier (older) are preferentially caused to play a
match. Note that groups G having the closest total ability
values may be preferentially caused to play a match regard-
less of the number of players and the generation time. In this
case, a condition may set for the numbers of players of groups
to be matched. For example, groups may not be matched
when the numbers of players do not satisty a specific condi-
tion (e.g., the ratio of the numbers of players 1s two or more),
and the group may be matched with a group of which the total
ability value 1s next closest to that of the group.

(C) Match Allowable Level Ditference Condition

A condition whereby the difference in total ability value
between the groups G 1s equal to or less than a specific value
1s employed 1n the above embodiment as the match allowable
level difference condition for the groups G to be matched.
Note that a condition whereby the ratio of the total ability
values 1s equal to or less than a specific ratio (e.g., two or less)
may also be employed. The specific ratio may be changed
depending on the level of the player included 1n the group G
(D) New Player

Only new players may be matched. Specifically, local
groups formed only of new players are generated 1n team
units, and a group 1s generated by combining the generated
local groups LG so that the number of players 1s a specific
number (e.g., four). The generated group formed only of new
players 1s matched so that groups of different teams play a
match.

(E) Reservation Management

In the above embodiment, the terminal 50 transmits the
player ID and the player name of the player who performs the
next game play and assigned to the game terminal 70 to each
game terminal 70, and the game terminal 70 determines
whether or not the player 1D and the player name read from
the mserted game card 80 coincide with the player ID and the
player name received from the terminal 50 to determine
whether or not the player has reserved game play. Note that
the game terminal 70 may transmit the player 1D and the
player name read from the inserted game card 80 to the
terminal 50, the terminal 50 may determine whether or not the
player has reserved game play based on the player ID and the
player name recerved from each game terminal 70 to deter-
mine whether or not to perform game play in each game
terminal 70.

In this case, when the player having the player ID and the
player name received from the game terminal 70 has not
reserved game play, the presence or absence of reservation of
the player 1s determined referring to the reservation informa-
tion 621. When the player has not reserved game play, the
game terminal 70 displays a message indicating that the
player has notreserved game play or a message prompting the
player to reserve game play using the terminal 530. When the
player has reserved game play at another time, the game
terminal 70 may display a message indicating that the game
terminal 70 stands by until the reservation time together with
the reservation time.
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(F) Game Management

The above embodiment illustrates an example 1n which
game reservations are managed by the time. Note that game
reservations may be managed using a game number (No.)
assigned to each game play. The game number 1s a play order
number indicating the play order of each game play. The
game number of the present game play 1s incremented by one
cach time game play 1s performed using the game terminal 70.
(F-1)

Specifically, an Item “Game Designation” which Allows
the Player to Reserve game play by specilying the game
number and an item “1immediately” which allows the player to
reserve game play at the earliest playable time are displayed
on a reservation menu screen (not shown) as the reservation
menu. When the player has selected the item “game designa-
tion” using the reservation menu screen, a reservation state
screen 1n which the present reservation state 1s listed 1s dis-
played as shown 1n FIG. 41, for example. As shown 1n FIG.
41, the name ofthe playable team, the reservable number, and
the scheduled start time are listed on the reservation state
screen 1n time series 1 units of game numbers after the
present game play. The scheduled start time 1s a scheduled
game start time calculated from the present time, the time
(e.g., seven minutes) required for one game play, and the like.

When the player has inserted the game card 80, the reserv-
able game numbers (game numbers of which the reservable
number 1s one or more) among the game numbers of the team
of the player read from the game card 80 are displayed to be
selectable on the reservation state screen. When the player has
selected the game number displayed to be selectable, the
game of the selected game number 1s reserved.

When the player has selected the item “immediately” using
the reservation menu screen, the vacancy state screen show-
ing the latest vacancy state 1s displayed as shown 1n FI1G. 42,
for example. As shown 1n FIG. 42, the game numbers which
can be reserved by the player of each team are listed on the
vacancy state screen together with the reservable numbers in
the order from the game number of which the scheduled start
time 1s closest to the present time.

When the player has inserted the game card 80, a message
(not shown) which inquires of the player whether or not to
reserve game play 1s displayed on the vacancy state screen
together with the game numbers which can be reserved by the
team of the player read from the game card 80. When the
player has selected reservation in response to the message, the
game of the game number 1s reserved.

FI1G. 43 1s a view showing the data configuration of reser-
vation information 621A 1n this case. As shown 1n FIG. 43,
the reservation information 621A 1s generated 1n game units.
A game number 621/ and a team name 621g are stored as the
reservation information 621A. A player ID 621/ and a player
name 621: of each player who has reserved the game are also
stored as the reservation information 621 A while being asso-
ciated with each other.

(F-2)

Alternatively, Game Reservations May be Received in the
Order of Receipt. Specifically, when the player makes a res-
ervation, a standby state screen showing the present standby
state 1s displayed as shown 1n FIG. 44, for example. As shown
in F1G. 44, the present number of standby players, the sched-
uled game number, and the scheduled time are displayed on

the standby state screen. The number of standby players
refers to the number of players whose reservation has been
received but who have not played a game. The scheduled
game number refers to the game number available at the
carliest time when reserved now. The scheduled game num-
ber 1s calculated from the present game number, the number
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of standby players, the number of players of one game play,
and the like. Specifically, the scheduled game number 1is
calculated by “game number of present game play+(number
of standby players/number of players of one gameplay)”. The
scheduled time refers to a scheduled game start time. The
scheduled time 1s calculated from the present time, the time
(e.g., eight minutes) required for one game play, and the like.
When the player has inserted the game card 80 1n a state 1n
which the standby state screen 1s displayed, reservation 1s
received as a player of the team read from the game card 80.

FIG. 45 1s a view showing the data configuration of reser-
vation information 621B 1n this case. As shown 1n FIG. 45, a
player ID 621 and a playername 6214 of each player who has
made a reservation are stored as the reservation information
621B 1n team units in the order of receipt.

When game play has completed, the reservation imple-
mentation section 533 of the terminal 50 determines the team
of the next game play, such as allowing the players of each
team to alternatively play a game. The reservation implemen-
tation section 533 then selects a specific number (e.g., eight)
of players from the players of the determined team whose
reservation has been received in order of receipt referring to
the reservation information 621B, and assigns the selected
players to the game terminals 70 as the players of the next
game play.

When the number of players of the determined team whose
reservation has been received 1s less than a specific number
(e.g., eight), the reservation implementation section 533 may
not assign players to the remaiming game terminals 70 (ter-
minals are not used for game play), or may assign the players
of the other team to the remaiming game terminals 70.

Game play may be reserved for the number of players who
play a game at the same time. The players of the next game
play may be selected so that the players in the reserved num-
ber can necessarily play a game at the same time.

(G) Reservation

The above embodiment illustrates an example in which the
player reserves game play using the terminal 50 and plays a
game using the game terminal 70 specified by the terminal 50
at the reserved time (advance reservation only). Note that
reservation may be made unnecessary and the player may
play a game using a vacant game terminal 70 (game terminal
70 which 1s not used for game play by other players). A time
zone 1n which reservation 1s necessary (e.g., evening when 1t
1s expected that many players play a game) and a time zone 1n
which reservation 1s unnecessary may be provided within one
day. A game terminal 70 to which a player 1s not assigned or
a game terminal 70 of which the assigned player is absent may
be used by another player for each game play, for example.
(H) Number of Teams

The above embodiment illustrates an example in which the
player belongs to one of two teams (team A and team B)
specified 1 advance and a group of team A and a group of
team B play a match. Note that groups of two different teams
among three or more teams (team A, team B, team C, . .. ) may
play a match (e.g., group of team A and group of team C, or
group of team B and group of team C).

(I) Applicable Game

The above embodiment illustrates the case of applying the
invention to the match game 1n which groups play a match.
Note that the game need not necessarily be a match game. The
invention can also be applied to other games 1n which a group
1s Tormed of two or more players.

Although only some embodiments of the invention have
been described above 1n detail, those skilled 1n the art would
readily appreciate that many modifications are possible 1n the
embodiments without materially departing from the novel
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teachings and advantages of the invention. Accordingly, such
modifications are imntended to be included within the scope of
the 1nvention.

What 1s claimed 1s:

1. A method for a game system including game terminals,
a schedule management device, a game server and a matching
server, that allows a game server and a matching server defin-
ing a server system to perform a specific matching process
based on matching requests from the game terminals to form
groups that simultaneously play a specific communication
game, the method comprising;:

storing geographic location information of the game ter-

minals:
receiving each of the matching requests by receiving a
matching request signal transmitted from each of the
game terminals, and team 1dentification information that
can specily each of teams set in advance to which a
player of each of the game terminals belongs;
forming the groups so that game terminals that satisiy a
specific same location condition, belong to an identical
team, and are selected from the game terminals for
which the matching request has been received are 1mcor-
porated 1n a single group referring to the location nfor-
mation stored and the team 1dentification information;

determining the groups that play a match by selecting
groups ol different teams from the groups that have been
formed; and

supplementing a computer-controlled player to at least one

of the groups that play a match, of which the number of
players 1s smaller than that of the other group, so that the
numbers of players of the groups become equal, when
the groups that play a match differ in numbers ol players.
2. The method as defined 1n claim 1, the schedule manage-
ment device being installed where a number of game termi-
nals that are connected with the server system and satisty the
specific same location condition are installed, the schedule
management device being connected with the game terminals
to communicate therewith, the method comprising:
setting a scheduled time of game play using each of the
game terminals connected with the schedule manage-
ment device and player identification information based
on an operation input of a player to reserve game play at
the set scheduled time:;
acquiring, ifrom each of the game terminals connected with
the schedule management device, the player 1dentifica-
tion nformation mput to each of the game terminals
based on an operation imnput of a player performed when
playing a game using each of the game terminals;

checking a present time, the acquired player identification
information, and the reservations to determine whether
or not a corresponding reservation exists; and

permitting game play using each of the game terminals to
which the acquired player identification information has
been input when the corresponding reservation exists as
a result of the determination.

3. The method as defined 1n claim 1,

the forming of the groups further including forming the
groups so that game terminals that satisty a specific
same location condition and belong to an 1dentical team
are incorporated 1n a single group referring to the team
identification information and location mmformation
stored 1n a location storage section that stores the loca-
tion information of each of the players terminals.

4. A game system including game terminals, a schedule
management device, a matching server, and a game server,
the matching server and game server defining a server system,
the server system being configured to connect to the schedule
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management device and the game terminals via a communi-
cation link, and the server system being configured to perform
a specific matching process based on matching requests from
the game terminals to form groups that simultaneously play a
specific communication game, the server system comprising:

a location storage section configured to store geographic
location information of the game terminals;

a request reception section configured to receive each of
the matching requests by recerving a matching request
signal transmitted from each of the game terminals, and
team 1dentification information that can specily each
team set 1n advance to which a player of each of the game
terminals belongs;

a group formation section configured to form the groups so
that game terminals that satisty a specific same location
condition, belong to an 1dentical team, and are selected

from the game terminals for which the matching request

has been received by the request reception section are
incorporated 1n a single group referring to the location
information stored in the location storage section and the
team 1dentification information;

a match group determination section configured to deter-
mine the groups that play a match by selecting groups of
different teams from the groups formed by the group
formation section; and

a supplementation section, when the groups that play a
match determined by the match group determination
section differ in numbers of players, configured to
supplement a computer-controlled player to at least the
group of which the number of players 1s smaller so that
the numbers of players of the groups become equal.

5. The server system as defined 1 claim 4, the group
formation section further including a local formation section
that forms local groups of game terminals that satisfy the
specific same location condition and are selected from the
game terminals for which the matching request has been
received by the request reception section, the group formation
section forming the groups by combining the local groups
formed by the local formation section.

6. The server system as defined in claim 5,

the local formation section forming the local groups by
combining game terminals that satisiy the same location
condition and are selected from the game terminals for
which the matching request has been recerved by the
request reception section within a specific time from the
time at which the matching request reception section
received a first matching request, and then closing the
formation of the local groups of the game terminals that
satisly the same location condition; and

the group formation section forming the groups by com-
bining the local groups that have been formed by the
local formation section before the local formation sec-
tion has closed the formation of the local groups.

7. The server system as defined in claim 5, the group
formation section combining the local groups so that the
number of players of each of the groups approaches an opti-
mum number of group-forming players specified 1n advance.

8. The server system as defined 1n claim 5,

the request reception section recerving level value ident-
fication information that can specity a play level value of
a player of each of the game terminals together with the
matching request signal; and

the group formation section forming the groups by com-
bining the local groups that are formed by the local
formation section and have a total level value that satis-
fies a specific almost equal condition based on the
received level value 1dentification information.
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9. The server system as defined in claim 4,

the match group determination section selecting the groups
that play a match referring to the location information
stored 1n the location storage section so that groups
including the game terminals that satisiy the same loca-
tion condition do not play a match.

10. The server system as defined in claim 4, the match
group determination section determining the groups that play
a match so that the difference 1n number of players between
the groups becomes smaller.

11. The server system as defined in claim 4,

the request reception section receiving level value 1denti-
fication information that can specity a play level value of
a player of each of the game terminals together with the
matching request signal; and

the match group determination section determining the
groups that play a match so that groups having a total
level value that satisfies a specific match allowable level
difference condition play a match based on the recerved
level value 1dentification information.

12. The game system as defined 1n claim 4, schedule man-
agement device being installed where the game terminals that
are connected with the server system and satisiy the specific
same location condition are installed, the schedule manage-
ment device being connected with the game terminals to
communicate therewith, the schedule management device
comprising;

a reservation setting section that sets a scheduled time of
game play using each of the game terminals connected
with the schedule management device and player i1den-
tification 1information based on an operation 1mput of a
player to reserve game play at the set scheduled time;

an acquisition section that acquires, from each of the game
terminals connected with the schedule management
device, the player i1dentification information mput to
cach of the game terminals based on an operation 1nput
of a player performed when playing a game using each
of the game terminals;

a reservation check section that checks a present time, the
acquired player identification information, and the res-
ervations set 1n the reservation setting section to deter-
mine whether or not a corresponding reservation exists;
and

a game execution permission control section that permits
game play using each of the game terminals to which the
acquired player identification information has been
input when the reservation check section has determined
that the corresponding reservation exists.

13. The game system as defined 1n claim 12,

the communication game being a game 1n which groups of
different teams play a match; and

the reservation setting section setting a reservation of a
player based on an operation input of the player in a
reservable time zone corresponding to a team specified
based on the operation 1nput, the reservable time zone
being specified 1n advance in units of the teams.

14. The game system as defined 1n claim 4, the schedule
management device being installed where the game terminals
that are connected with the server system and satisty the
specific same location condition are installed, the schedule
management device being connected with the game terminals
to communicate therewith, the schedule management device
comprising:
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a reservation setting section that sets a play order number
of game play using each of the game terminals con-
nected with the schedule management device and player
identification information to reserve game play of the set
play order number;

a play number count section that counts a present play
order number based on game execution using each of the
game terminals connected with the schedule manage-
ment device;

an acquisition section that acquires, from each of the game
terminals connected with the schedule management
device, the player identification information mnput to
cach of the game terminals based on an operation input
of a player performed when playing a game using each
of the game terminals;

a reservation check section that checks the play order num-
ber counted by the play number count section, the
acquired player identification information, and the res-
ervations set in the reservation setting section to deter-
mine whether or not a corresponding reservation exists;
and

a game execution permission control section that permits
game play using each of the game terminals to which the
acquired player identification information has been
input when the reservation check section has determined
that the corresponding reservation exists.

15. The game system as defined in claim 14,

the communication game being a game 1n which groups of
different teams play a match; and

the reservation setting section setting the play order num-
ber 1 units of the teams and setting the play order
number corresponding to a team specified based on an
operation 1nput of a player while associating the play
order number with the player identification information
of the player to set reservation of the player based on the
operation input of the player.

16. The game system as defined 1n claim 12, the schedule
management device further comprising a reservation display
control section that displays the reservations set 1n the reser-
vation setting section according to a scheduled game play
order.

17. The game system as defined 1n claim 12, the schedule
management device further comprising:

a terminal assignment section that assigns each of the game
terminals connected with the schedule management
device to a corresponding reservation set in the reserva-
tion setting section; and

a near reservation display control section that displays a
reservation for at least next game play among the reser-
vations set in the reservation setting section together
with 1dentification information of the player terminal
assigned to the corresponding reservation by the termi-
nal assignment section.

18. The game system as defined 1n claim 4, turther com-

prising;:

a location storage section that stores location information
of each of the game terminals,

the group formation section forming the groups so that
game terminals that satisty a specific same location con-
dition and belong to an identical team are incorporated
in a single group referring to the location information
and the team 1dentification information.
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